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INTRODUCTION 


“Few can claim to have met a Custodian Guard, 
fewer still have built a rapport.You are quite lucky!.” 


-Codicier Vivian, Paragon of Metal, speaks 
with the Tercio regarding Hykanatos Anton Tiberius 


ne day, as I was shitposting as I am wont to do, 
somebody challenged me. They disliked my books, 
and my preference of using the tabletop as a base. 
They said, in a fit of rage, “Why don’t you make a 
book where everyone’s just flat out better than 
anyone else then?” 


Well here we fucking are. 


The Gold Experience Requiem is an 
expanded guide to the forces of the Imperium that are 
just flat out better than their contemporaries. Unlike 
my previous books, this one is split — it functions 
equally as both a supplement to Deathwatch, and a 
supplement to Only War. 


The book begins with the Legio Custodes, 
the Brotherhood of Ten Thousand forged by the 
Emperor himself. It mixes the abilities of the Talons 
of the Emperor codex in HH7 with the new Adeptus 
Custodes codex. Starting as a Custodian Guard, one 
will be able to advance to numerous specializations 
and hallowed ranks, wield devastating equipment, 
and pilot powerful vehicles. This section is 
compatible with Deathwatch. 


This book will also address the newly 
introduced Primaris Space Marines. These marines, 
superior to the manlets they may or may not be 
intended to replace, will build off the base Space 
Marine advances, and include their newly-invented 
wargear, Primaris-exclusive tactics, and Primaris 
organs that make each Primaris a miniature Primarch. 
This section is compatible with Deathwatch. 


Next up are the Anathema Psykana, or the 
Sisters of Silence. An organization that recruits 
exclusively female nulls, the Sisters of Silence can 
nullify and combat enemy psychic powers, and hunt 
down anything from rogue psykers to even the traitor 
Primarchs, whose psychic power is beyond compare. 
These women weaponize their soullessness, and level 
the battlefield for the Imperium of Mankind. This 
section is compatible with Only War. 


Finally, there is a relatively small section for 
the Solar Auxilia, the elite human fighting force of 
the 31“ Millennium. Details of the Solar Auxilia as a 
regiment will allow players to play as this venerable 
part of the Excertus Imperialis, and bring the light of 
the Imperial Truth to a galaxy long beset by Old 
Night. This section is compatible with Only War. 


Regardless of your chosen flavor of golden 
superman (or superwoman), the book will have 
something for everyone. There are enemies of the 
Imperium out there who would love nothing more 
than to ruin your day — get out there and wreck 
anything that stands in your way. 


OF THE 
EIMPEROR 


CREATING YOUR 
CUSTODIAN 
° 


ADVANCES AND 
SPECIALTIES 
° 


NEW TALENTS 
a 
GOLDEN 
ARMORIUM 
° 
VEHICLE 
RELIQUARIUM 


CHAPTER J: 
TALONS OF THE 
EIMPEROR. 


"We Ten Thousand are all different. We are as 
unique as the stars in the sky - our King and Warlord 
has made it so. We are to be an example of what 
humanity could one day be." 


-Hykanatos Anton Tiberius of the Legio 
Custodes, to a Solar Auxilia Tercio 


he Legio Custodes, each handcrafted by the Emperor 
himself, were to be the pinnacle of humanity. It was 
they who cleaned up the Thunder Warriors, it was 
they who were intended to clean up the Legiones 
Astartes after the Great Crusade, it was they who 
were to be a model of humanity’s very future. Unlike 
the Legiones Astartes, who were stuffed with 
genecrafted organs and molded into a genetic 
supermonster in a matter of years, or even months, 
each Custodian was reforged from birth. Infants’ 
genetic codes were rebuilt from the ground up, the 
result allowed to grow up naturally, with the greatest 
mnemonic curricula available. Each Custodian was 
not just a fighter, but a statesman, philosopher, artist, 
musician, or numerous other professions. They were 
the closest beings to the Emperor himself, and it is 
said he only showed sorrow when it was one of their 
number who fell. 


It is impossible to be specific on the 
geneforging that a Custodian undergoes, as neither 
the codex nor HH7 go into specifics. What is known, 
however, is that a Custodian is stronger, faster, and 
smarter than an Astartes, and designed to be a solo 
fighter rather than belong to a band of brothers. 
Custodians do not age, and do not suffer from 
weaknesses that plague even the Legiones Astartes. 
Custodians could survive hits that would destroy 
even Astartes, and could respond to the attack with 
weapons from the Emperor’s own household — the 
Custodes could call upon Adrathic, Lastrum, and 
Iliastus pattern weapons, alongside the greatest 
armored vehicles available to the Imperium of 
Mankind. 


Sadly, the Custodian Guard could be said to 
have failed in their duty — their numbers ruined after 
the debacle at Calastar during the War in the 
Webway, the Emperor lay ruined at the end of the 
Horus Heresy, and after his internment in the Golden 
Throne, the Custodians merely watched over his 
psychically-charged corpse over the ten thousand 
years. It was not until the return of Roboute 
Guilliman to the Imperium, and the birth of the Great 
Rift, where the Custodians finally got off their asses, 
and joined the fight. 


Once assigned to a Sodality, a fighting unit 
akin to a warrior-fraternity, a Custodian begins their 
training as a Hykanatoi Custodian Guard, the golden 
Guardian Spear-armed troops that everyone knows, 
though some take up the defensive role of Hykanatoi 
Sentinel Guard. Eventually, they may even join the 
ranks of the Hykanatoi Hetaeron, the Emperor’s own 
bodyguards. Others who take a different path join the 
Tharanatoi, either in Allarus or Aquilon Terminator, 
or as Sagittarum Guard. Those who find an affinity 
with vehicles are called to the Kataphraktoi, piloting 
the grav tanks and jetbikes that supported the infantry 
advances. The Ephoroi, while not a combat unit in 
the strictest sense, acted as the eyes and ears of the 
Talons, and comprised the Black Cloaks, retirees 
from frontline combat, and the participants of the 
Blood Games, who always sought to test the Imperial 
Palace’s defenses. Even death did not halt the 
Custodians, and the Moritoi held the ranks of the 
living dead, those serving as Contemptors Galatus, 
Achillus, or Exemplar. 


The Talons of the Emperor were the best in 
the galaxy once, and they are on the march once 
again, having learned the lessons of the past, to strike 
down the enemies of the future. 


NOW AND ZEN 


There is a bit of a discrepancy when addressing the 
Legio Custodes — Games Workshop and Forge World 
have competing views over how they operate. For 
example, Games Workshop does not recognize the 
Custodians’ armored vehicles such as the Caladius and 
Coronus, instead granting them Land Raiders, while 
Forge World Agamatus Gyrfalcons are passed over in 
favor of the Vertus Praetor Dawneagles. In this book, I 
try to combine the two where applicable — in many 
cases, this is a mere bit of terminology, but in others, 
both 30k and 40k Custodians will be integrated together 
into one syncretic whole. 


CREATING YOUR 
CUSTODIAN 


"We of the Custodian Guard are trained in 
scholastics and the arts in addition to our ways of 
war. I look outside, and I see the beauty of our 
glorious Imperium, something worth fighting for. I 
am proud to fight beside my King and Warlord for 
such aims." 


-Hykanatos Anton Tiberius of the Legio 
Custodes, to a Solar Auxilia Tercio 


he ranks of the Custodian Guard needed to be the 
greatest fighting force in the galaxy, as they were 
sent in only when the Emperor required a job’s 
completion guaranteed. They were equipped with the 
best, and trained as the best, so they were the best. A 
Custodian was equipped with all the skills needed not 
only to fight, but to entreat with the Emperor as an 
equal. 


Every Custodian joined one of the 
Sodalities, a warrior-fraternity that slightly affected 
their training, outlook, and methods of warfare. This 
was not a limit to them, however — while the training 
a Custodian would receive would always remain with 
them, they were free to pursue new duties as they 
deemed fit. However, one thing was clear — unlike 
the Legiones Astartes, not a single Custodian had 
renounced his oaths to the Emperor during the Horus 
Heresy, nor in the ten thousand years following. The 
Custodians deploy to where the Emperor wills, to 
destroy all threats to the Throne. This is their 
purpose, and none others matter. 


AURAMITE INVINCIBILITY 


Normally, I would go porting tabletop directly over into 
the RPG, but for the Legio Custodes, that poses a serious 
problem. If we take Deathwatch as a base, where a S4 T4 
1 wound model is translated into S40 T40 with Unnat x2 
and 20 wounds, what the fuck happens when you take a 
Custodian, who is S5 TS 2 wounds as a basic guy? That’s 
almost 40 wounds on a basic dude if you take a straight 
conversion, not to mention spiraling unnaturals. At a 
certain point, stat inflation will render the game 
meaningless, and given how powerful a SPACE MARINE 
is in Deathwatch, setting the math wrong on a Custodian 
would turn the game into a just a collective jerk-off 
session with no threat to the players whatsoever. 


It is therefore necessary to bound the Custodians’ power 
somewhat, mainly due to the runaway effect of 
multiplicative Unnatural Characteristics. While 
Custodians do have higher base stats in some places, such 
as Ballistic and Weapon Skill, they will actually have 
lower base stats in others, such as Strength and 
Toughness, which will then be modified to higher levels 
than a Space Marine’s through Unnatural Characteristics. 
Due to the way Unnatural Characteristics work in 
Deathwatch, these lower statistics are then compensated 
for by Unnatural Characteristics reducing test difficulty. 
This will bound Custodian Strength and Toughness to only 
slightly above a Space Marine’s. 


After all, do YOU want to see a team of golden bananas 
with 12 armor, 21 toughness bonus, 40 wounds, and 
defensive fields ranging from anywhere to PR35 to PR60, 
face-tanking everything they fight? It’s not very fun, for 
both parties. 


Creating a Custodian is simple and fun! 


1. Generate your characteristics using 
whatever method the GM deems 
necessary. A Custodian generates 
characteristics according to the following 
table if rolling, or uses the base value when 
assigning via point buy. 


Characteristic Value 


Weapon Skill, Ballistic Skill, 40+2d10 


Willpower 
Strength, Toughness 20+2d10 
Agility, Perception, 304+2d10 


Intelligence, Fellowship 


Even though the Codex and HH7 are vague 
on this matter, for ease of gameplay your 
Custodian will start with all the abilities 
usually granted by Space Marine implants, 
even though they do not possess said 
implants. 


A Custodian will start with the following 
skills. 

Awareness, Ciphers (Sodality Runes), 
Climb, Dodge, Common Lore (Talons of the 
Emperor, Imperium, War), Concealment, 
Drive (Ground Vehicle, Skimmer), 
Forbidden Lore (Horus Heresy), Intimidate, 
Literacy, Navigation (Surface), Parry, 
Perform (Oiled Muscle Posing, Ancient 
Mayan Dubstep), Scholastic Lore (Choose 
One), Silent Move, Speak Language (Low, 
High Gothic), Swim, Tactics (Choose One), 
Tracking. 


A Custodian will start with the following 
talents. 

Abhor the Witch, Ambidextrous, Custodian 
Weapon Training, Bulging Biceps, Hardy, 
Heightened Senses (Hearing, Sight), Killing 
Strike, Nerves of Steel, Quick Draw, 
Resistance (Psychic Powers), True Grit, 
Unarmed Warrior, Unarmed Master. 


A Custodian will start with the following 
traits. 

Unnatural Strength (x3) 

Unnatural Toughness (x3) 

The Sodality: Support Range of a 
Custodian is always considered to be 120m, 
regardless of Rank. 

Preternatural Skill: If the Custodian 
Guard’s Weapon Skill bonus is greater than 
the enemy he is fighting, his attacks impose 
a -10 penalty to Dodge and Parry tests. 
Inviolable Psyche: The Custodian Guard is 
immune to Fear and Pinning, and can reroll 
failed Willpower tests granted by the Abhor 
the Witch talent. So perfect is the Emperor’s 
gene-forging that a Custodian does not gain 
Insanity or Corruption. 


Select your Sodality. This will heavily 
influence your character, granting them 
further characteristics, skills, combat 
abilities, Solo Modes, and Squad Modes. 
Note that Custodes may still use Codex Solo 
and Squad Modes as detailed in Deathwatch 
Core. In addition, Custodians do not take 
Oaths, and instead select one Codex Attack 
and Defense pattern of their choice during 
deployment. 


Select your Specialty. This will define what 
your character does. A Custodian may start 
as one of three Specializations. 

The Custodian Guard is an offensive striker, 
effective at melee attacks and dealing heavy 
damage close-up. The Sentinel Guard is a 
defensive bastion, able to soak up fire and 
protect his allies. The Sagittarum Guard is a 
long-ranged support unit that provides 
withering covering fire and massive 
destruction via adrathic weaponry. 


Generate your Movement, Wounds, Fate, 
and Experience points as normal. 
Determine a Custodian’s starting wounds by 
rolling 1d5 and adding 25 to the result. 


There are no other changes from 
Deathwatch Core here. 


Note your Starting Equipment. Remember 
to note down your equipment from your 
specialty. 


Handle the Small Details. Consider what 
your Custodian looks like, their demeanor, 


what kinds of battles they fought in. 


Play the game. Finally! For the Emperor! 
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LEGIO CUSTODES 
SODALITIES 


“When our Imperium is finally forged, there will be 
no more need for fighting. We will remember every 
soldier who fell building Mankind's dream.” 


-Hykanatos Anton Tiberius of the Legio 
Custodes, to a Solar Auxilia Tercio 


ustodian Guards are not organized according to strict 
guidelines, like the Astra Militarum, Excertus 
Imperialis, or Legiones Astartes are. Instead, they are 
organized into Sodalities, which are loose collections 
of warriors banded together by a particular method or 
war, or task they are duty-bound to perform. 
Custodians are not limited once they join a sodality — 
indeed, they are free to join new sodalities as their 
battlefield methods and outlooks change. However, 
the skills and abilities imparted by their initial 
Sodality always remain a part of them. 


For the purposes of gameplay, a Custodian’s 
Sodality acts as their Chapter, granting all the 
requisite gameplay bonuses that a Chapter normally 
would. When working together, Custodians of 
multiple Sodalities will work together, their 
individual methods of war making the sum greater 
than the parts of the whole. During character 
generation, a player picks which Sodality they wish 
their Custodian to initially be a part of. While over 
the course of the game alliances and methodologies 
may change, this first Sodality selection will always 
remain constant. 


Sodality: The Shadowkeepers 

Armor Color: Black, Gold Highlights 

Description: The Shadowkeepers, also known as the 
Vault Warders, guard the vaults deep beneath Terra 
that hold most terrible relics and horrors from Old 
Night. The Shadowkeepers are ever vigilant to ensure 
nothing ever escapes these vaults, and the mental 
strain is taxing, even for a Custodian. These Vault 
Warders are often entrusted with exotic weaponry 
when the time comes, as such powerful weapons are 
often the only way to defend against the unnamable 
things sequestered within the vaults. 

Characteristic Bonus: +5 Willpower 

Solo Mode: Lockwarden 

Rank 1 Effect: The Custodian gains the From Beyond 
trait. 

Improvements: At Rank 3, the Custodian’s attacks 
ignore the Incorporeal and Phase traits possessed by 
enemies. At Rank 5, the Custodian’s attacks against 
creatures with the From Beyond, Incorporeal, Phase, 
and The Stuff of Nightmares traits gain the 
Daemonbane quality. At Rank 7, the Custodian 
grants the Rank 1 Effect of this Solo Mode to his 
allied Custodians. 

Squad Mode: Censure Force (Attack Pattern) 
Action: Full Action 

Cost: 3 Sustained: Yes 

Rank 1 Effect: While this ability is in effect, 
Adrathic, Heliothermic, and Paragon weapons 
wielded by the Custodian and allies within support 
range of him gain the Vengeful (9) Quality. 
Improvements: At Rank 3, activating this ability is a 
Half Action. At Rank 6, this ability affects Adrathic, 
Heliothermic, Paragon, and Exotic Weapons, which 
gain the Vengeful (8) Quality. 


Sodality: The Aquilan Shield 

Armor Color: Gold, Purple Highlights 
Description: The Aquilan Shield continually watch 
for individuals who can avert direct threats against 
the Throneworld before they even occur. The 
Custodians of the Aquilan Shield therefore deploy 
themselves to guard these individuals so that they 
may perform their duty, and fulfill their destiny. As 
long as the individual continues to have value, the 
Aquilan Shield will continue to protect him. 
However, the moment this value is spent, or their 
heroic destiny fulfilled, the Custodians are gone. 
Whether or not the person is still alive is irrelevant. 
Characteristic Bonus: +5 Toughness 

Solo Mode: Gilded Guardian 

Rank I Effect: The Custodian gains a +10 bonus to 
Parry tests for every ally adjacent to him. 
Improvements: At Rank 3, the Custodian no longer 
suffers the -20 penalty when performing attacks as 
part of the Counter-Attack Talent. At Rank 5, the 
Custodian may reroll failed Parry tests. At Rank 7, 
the Custodian may perform the Swift and Lightning 
Attack actions as part of the Counter-Attack Talent. 
Squad Mode: Auramite Bulwark (Defense Pattern) 
Action: Full Action 

Cost: 3 Sustained: Yes 

Rank 1 Effect: While this ability is in effect, the 
Custodian, and other Custodians adjacent to him, 
may attempt to Parry attacks from Hordes at a 
penalty equal to half the Horde’s magnitude. 
Improvements: At Rank 3, the range is increased to 
Close Support range. At Rank 6, the Custodian and 
allies no longer suffer a penalty equal to half the 
Horde’s magnitude. 


Sodality: The Dread Host 
Armor Color: Gold, Black Highlights 

Description: When the enemies of the Imperium 
need to realize that they REALLY fucked up, the 
Dread Host is deployed. Nothing strikes more fear 
into the hearts of enemies than to see a golden wave 
of the Emperor’s will, anger, and judgement. They 
are not partial to hidden wars, rapid strikes, or 
defensive action — they teleport in, beat the shit out 
everything in sight, and leave the shattered wreckage 
as a warning to all others. They’re very 
straightforward. I can respect that. 

Characteristic Bonus: +5 Strength 

Solo Mode: Rage Made Manifest 

Rank 1 Effect: The Custodian gains the Fear (1) Trait. 
Improvements: At Rank 3, the Custodian may reroll 
damage against enemies who have failed Fear tests 
during the encounter. At Rank 5, the Custodian gains 
the Fear (2) Trait. This supersedes the Rank | effect. 
At Rank 7, upon killing an enemy, the Custodian may 
immediately perform a Charge Action as a Free 
action against a nearby enemy in range. This attack, 
should it kill the new enemy, cannot generate further 
Charge attacks. 

Squad Mode: Fist of the Moirades (Attack Pattern) 
Action: Full Action 

Cost: 3 Sustained: Yes 

Rank 1 Effect: While this ability is in effect, for every 
four Elite or Master-level enemies the Sodality 
destroy, they gain or improve their Fear Rating by 1 
until the Squad Mode is disabled. At Rank 1, the cap 
is Fear (1). 

Improvements: At Rank 3, 
the cap is Fear (2), and 
melee weapons wielded 
by the Custodians gain the 
Felling (1) quality. At 
Rank 5, the cap is Fear 
(3), and an extra attack is 
gained as part of the Swift 
Attack and Lightning 
Attack actions. At Rank 7, 
the cap is raised to Fear 
(4), and the Custodians 
increase their Unnatural 
Strength modifier by 1. 


Sodality: The Solar Watch 

Armor Color: White, Red Highlights 

Description: The Solar Watch are directly 
responsible for patrolling the space around Terra, to 
ensure no enemy can ever reach the Throneworld. 
They are masters of mechanized assault, utilizing 
armored vehicles such as the Caladius and Pallas to 
rapidly strike enemies, while being supported by 
Land Raiders and Coronus Carriers bearing more 
Custodians into the battle. 

Characteristic Bonus: +5 Agility. 

Solo Mode: Celestial Patrol 

Rank 1 Effect: When piloting a vehicle, the Custodian 
reduces the penalty to Jink tests from a vehicle’s size 
by half. 

Improvements: At Rank 3, the Custodian no longer 
suffers a penalty to Ballistic Skill or Weapon Skill 
tests when attacking from a moving vehicle. At Rank 
5, the Custodian adds 2 to Enhanced Auramite Alloy 
rolls. At Rank 7, the Custodian may reroll failed 
Enhanced Auramite Alloy rolls. 

Squad Mode: Talon Sortie (Attack Pattern) 

Action: Full Action 

Cost: 3 Sustained: Yes 

Rank 1 Effect: While this ability is in effect, the 
Custodian and allies in support range move an 
additional amount equal to their vehicles’ tactical 
speed when piloting vehicles. 

Improvements: At Rank 3, activating this ability is a 
Half Action. At Rank 6, when the Custodian or allies 
within support range successfully perform a Jink 
action, they may 
immediately move 
an amount equal to 
their vehicles’ 
tactical speed when 
piloting vehicles. 
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Sodality: The Emissaries Imperatus 

Armor Color: Gold, White Highlights 

Description: Emissaries Imperatus speak with the 
authority of the Emperor himself. While they can 
often be found in discussion and meditation, when 
found on the battlefield, the Emissaries Imperatus can 
often be found amongst the ranks of the Kataphraktoi 
upon Jetbikes, the better to display the clear fact that 
the Emperor himself is watching the battlefield. 
Characteristic Bonus: +5 Fellowship 

Solo Mode: Herald of the Golden Throne 

Rank 1 Effect: The Custodian may reroll failed 
Command tests used on allied assets. 

Improvements: At Rank 3, once per round, the 
Custodian may make a Challenging (+0) Command 
test on an allied Horde asset as a half action. If the 
test is successful, the Horde regains magnitude equal 
to 1d10 + X, where X is the Degrees of Success on 
the Command Test. At Rank 5, once per combat, the 
Custodian may automatically pass one command test 
used on allied Assets with a number of degrees equal 
to his Fellowship bonus. At Rank 7, allied assets 
attacking the same target of the Custodian in that 
round may reroll damage results. The second result 
stands. 

Squad Mode: Veritas Proclamation (Attack Pattern) 
Action: Full Action 

Cost: 3 Sustained: Yes 

Rank I Effect: While this ability is in effect, when the 
Custodian and allies in support range add the 
Custodian’s Fellowship bonus to damage when 
performing a Charge action. 

Improvements: At Rank 3, activating this ability is a 
Half Action. At Rank 6, the Custodian and allies in 
support range gain a number of Fate Points equal to 
half the Custodian’s Fellowship Bonus. These Fate 
points are lost at the end of the encounter, so spend 
them quick! 


LEGIO CUSTODES 
ADVANCE TABLE 


“Mind your business. Mine is above mere humans.’ 


, 


-Hykanatos Jorus Severian of the Legio 
Custodes, to a Solar Auxilia Tercio 


very Custodian in the Emperor’s service is trained to 
top form physically, mentally, and spiritually. 
Training begins in infancy, and of the tens of 
thousands of aspirants, few possess the resolve and 
fortitude to survive Custodian training. What results, 
however, is a perfect specimen of humanity, capable 
of deftly reacting to any situation, destroying 
anything that threatens their King and Warlord, and 
then calmly conversing afterward, the enemy an 
afterthought. 


All Custodians are given a broad spectrum 
of training, encompassing combat techniques, an 
encyclopedic knowledge of tactics, and allowed to 
pursue their own path in terms of scholastic interests. 
Over time, Custodians would specialize, climbing up 


the ranks from “standard” Hykanatoi, to the ranks of 
the Tharanatoi terminators, or the elite Agamatus 
Vertus Praetors, or even the Kataphraktoi who pilot 
the auramite Custodian vehicles. Some would 
become Wardens, while others would join the 
hallowed ranks of the Emperor’s direct bodyguard — 
the Hetaeron Guard. Those who were diligent, 
dutiful, and just plain good enough to survive 
eventually become Shield Captains, and nothing can 
save you from one of those guys. 


Detailed here is the Legio Custodes 
Advance Table that all Custodians have access to. 
During the course of the game, Custodians will be 
able to spend their experience purchasing skills, 
talents, and traits from these tables, as well as the 
tables that comprise their Specialty and any 
Advanced Specialties that they may pursue. 
Therefore, Custodians do not use the normal General 
Spess Mareen Advance Tables, nor do they have 
access to the Deathwatch Advance Tables. Don’t 
think this limits them, however — a Custodian is more 
than capable of holding their own against the 
Adeptus Astartes. 


They were designed for it. 


LEGIO CUSTODES ADVANCES 


RANK 1 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 
Command 300 Skill 

Concealment 500 Skill 

Logic 300 Skill 

Medicae 500 Skill 

Search 500 Skill 

Speak Language (Choose One) 300 Skill 

Survival 300 Skill 

Tech Use 800 Skill 

Trade (Any) 500 Skill 

Resistance (Cold) 300 Talent 

Resistance (Heat) 300 Talent 

Signature Wargear 500 Talent 

Sound Constitution (x2) 500 Talent 

Unflinching Response 1000 Talent Adeptus Custodes 
RANK 2 GENERAL CUSTODIAN ADVANCES 

Advance Cost Type Prerequisites 
Awareness +10 600 Skill Awareness 

Climb +10 600 Skill Climb 

Dodge +10 600 Skill Dodge 

Literacy +10 600 Skill Literacy 

Scholastic Lore (Choose One) +10 600 Skill Scholastic Lore (Choose One) 
Speak Language (Choose One) +10 600 Skill Speak Language (Choose One) 
Survival +10 600 Skill Survival 

Swim +10 600 Skill Swim 

Trade (Choose One) +10 600 Skill Trade (Choose One) 
Charm 400 Skill 

Common Lore (Choose One) x2 400 Skill 

Deceive 400 Skill 

Demolition 400 Skill 

Inquiry 400 Skill 

Scrutiny 400 Skill 

Scholastic Lore (Choose One) 400 Skill 

Air of Authority 800 Talent Fel 30 

Polyglot 500 Talent Int 40, Fel 30 
Resistance (Poison) 500 Talent 

Signature Wargear (Master) 1000 Talent Signature Wargear (Same Item) 


Sound Constitution x2 
Crusader 


Adeptus Custodes 
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RANK 3 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 

Awareness +20 600 Skill Awareness +10 

Climb +20 600 Skill Climb +10 

Literacy +20 600 Skill Literacy +10 

Scholastic Lore (Choose One) +20 600 Skill Scholastic Lore (Choose One) +10 
Speak Language (Choose One) +20 600 Skill Speak Language (Choose One) +10 
Survival +20 600 Skill Survival +10 

Swim +20 600 Skill Swim +10 

Trade (Choose One) +20 600 Skill Trade (Choose One) +10 
Ciphers (Sodality Runes) +10 600 Skill Ciphers (Sodality Runes) 
Common Lore (Choose One) +10 x2 600 Skill Common Lore (Choose One) 
Concealment +10 600 Skill Concealment 

Intimidate +10 600 Skill Intimidate 

Scholastic Lore (Choose One) +10 600 Skill Scholastic Lore (Choose One) 
Search +10 600 Skill Search 

Silent Move +10 600 Skill Silent Move 

Tactics (Any) +10 600 Skill Tactics (Any) 

Tracking +10 600 Skill Tracking 

Common Lore (Choose One) x2 400 Skill 

Evaluate 400 Skill 

Interrogation 400 Skill 

Scholastic Lore (Choose One) 400 Skill 

Security 400 Skill 

Tactics (Any) 400 Skill 

Orthoproxy 800. Talent 

Rapid Reaction 500 Talent Ag 40 

Rapid Reload 500 Talent 

Sound Constitution 750 Talent 

Scourge of Heretics 1000 Talent Adeptus Custodes 

RANK 4 GENERAL CUSTODIAN ADVANCES 

Advance Cost Type Prerequisites 

Dodge +20 600 Skill Dodge +10 

Tracking +20 600 Skill Tracking +10 

Common Lore (Choose One) +20 x2 600 Skill Common Lore (Choose One) +10 
Charm +10 600 Skill Charm 

Command +10 800 Skill Command 

Common Lore (Choose One) +10 x2 600 Skill Common Lore (Choose One) 
Deceive +10 600 Skill Deceive 

Demolition +10 600 Skill Demolition 

Inquiry +10 600 Skill Inquiry 

Logic +10 600 Skill Logic 

Scholastic Lore (Choose One) +10 600 Skill Scholastic Lore (Choose One) 
Scrutiny +10 600 Skill Scrutiny 

Common Lore (Choose One) x2 400 Skill 

Forbidden Lore (Choose One) 400 Skill 

Pilot (Spacecraft) 400 Skill 

Shadowing 400 Skill 

Iron Discipline 1000 Talent WP 30, Command 

Iron Jaw 500 Talent T 40 

Sprint 500 Talent 

Aegis of the Emperor 1500 Talent Adeptus Custodes 
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RANK 5 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 

Common Lore (Choose One) x2 +20 600 Skill Common Lore (Choose One) x2 +10 
Concealment +20 600 Skill Concealment +10 

Ciphers (Sodality Runes) +20 600 Skill Ciphers (Sodality Runes) +10 
Intimidate +20 600 Skill Intimidate +10 

Scholastic Lore (Choose One) +20 600 Skill Scholastic Lore (Choose One) +10 
Search +20 600 Skill Search +10 

Silent Move +20 600 Skill Silent Move +10 

Tracking +20 600 Skill Tracking +10 

Common Lore (Choose One) +10 x2 600 Skill Common Lore (Choose One) 
Drive (Ground Vehicle) +10 600 Skill Drive (Ground Vehicle) 
Drive (Skimmer) +10 600 Skill Drive (Skimmer) 

Forbidden Lore (Choose One) +10 600 Skill Forbidden Lore (Choose One) 
Evaluate +10 600 Skill Evaluate 

Medicae +10 600 Skill Medicae 

Parry +10 600 Skill Parry 

Security +10 600 Skill Security 

Forbidden Lore (Choose One) 400 Skill 

Navigation (Stellar) 400 Skill 

Call to Vengeance 1000 Talent Fel 40 

Double Team 500 Talent 

Peer (Adeptus Custodes) 500 Talent Fel (30) 

Signature Wargear 500 Talent 

Sound Constitution x2 750 Talent 

Scourge of Heretics 1000 Talent Adeptus Custodes 


RANK 6 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 

Charm +20 600 Skill Charm +10 

Command +20 800 Skill Command +10 

Common Lore (Choose One) x2 +20 600 Skill Common Lore (Choose One) x2 +10 
Deceive +20 600 Skill Deceive +10 

Demolition +20 600 Skill Demolition +10 

Forbidden Lore (Choose One) +20 600 Skill Forbidden Lore (Choose One) +10 
Inquiry +20 600 Skill Inquiry +10 

Logic +20 600 Skill Logic +10 

Scrutiny +20 600 Skill Scrutiny +10 

Tactics (Any) +20 600 Skill Tactics (Any) +10 

Forbidden Lore (Choose One) +10 600 Skill Forbidden Lore (Choose One) 
Pilot (Spacecraft) +10 600 Skill Pilot (Spacecraft) 

Navigation (Surface) +10 600 Skill Navigation (Surface) 

Good Reputation (Adeptus Custodes) 500 Talent Fel (50), Peer (Adeptus Custodes) 
Hammer Blow 1000 Talent 

Last Man Standing 500 Talent Nerves of Steel 

Strong Minded 1000 Talent WP (30), Resistance (Psychic Powers) 
Unbowed and Unbroken 1500 Talent 

Wisdom of the Ancients 1000 Talent 

Sound Constitution 750 Talent 

Avatar of the Emperor 1500 Talent Adeptus Custodes 
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RANK 7 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 

Evaluate +20 600 Skill Evaluate +10 

Forbidden Lore (Choose One) +20 600 Skill Forbidden Lore (Choose One) +10 
Navigation (Surface) +20 600 Skill Navigation (Surface) +10 

Parry +20 600 Skill Parry +10 

Security +20 600 Skill Security +10 

Interrogation +10 600 Skill Interrogation 

Tactics (Any) +10 600 Skill Tactics (Any) 

Tech Use +10 600 Skill Tech Use 

Blind Fighting 1000 Talent Per 30 

Bolter Drill 500 Talent Legio Custodes Weapon Training 
Infused Knowledge 500 Talent Int 40 

Signature Wargear (Hero) 500 Talent 

Sound Constitution 750 Talent 

Slayer of Daemons 1000 Talent __Adeptus Custodes 


RANK 8 GENERAL CUSTODIAN ADVANCES 


Advance Cost Type Prerequisites 
Interrogation +20 600 Skill Interrogation +10 
Medicae +20 600 Skill Medicae +10 
Tactics (Any) +20 600 Skill Tactics (Any) +10 
Tech Use +20 600 Skill Tech Use +10 
Into the Jaws of Hell 1500 Talent 

Master Orator 1000 Talent 

Sound Constitution 750 Talent 

Bringer of the Emperor’s Justice 1500 Talent Adeptus Custodes 
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CUSTODIAN GUARD 


“T act in service of the Throne, against any threats 
that would strike Terra. Nothing more.” 


- Hykanatos Jorus Severian of the Legio 
Custodes, to the Solaris Crusade. 


he Custodian Guard are the mainstay forces of the 
Legio Custodes. They are deployed as the first wave 
of an attack, to ensure an end is met, or to retrieve 
some artifact that their King and Warlord deems 
necessary. Their golden auramite armor is a symbol 
of their power on the battlefield, repelling enemy fire 
as if it were a star’s light. Their Guardian Spears, 
hybrid weapons capable of mounting a number of 
advanced weapon systems, cut down enemies as if 
they were made of paper. Every strike is perfectly 
planned, every cut and thrust a masterclass in 
bladesmanship, every movement artistry that some 
would call...divinely ordained. 


Unlike the Astartes, who fight as a team, a 
pack of wolves, a Custodian fights as a lion, a master 
of single combat who charges headlong into combat, 
secure in the fact that other Custodians are supporting 
him. Such is the way that Custodians fight that 
despite the whirlwind of destruction that swirls 
around them, there is no chance of them posing a 
danger to themselves or each other. This, of course, 
does not apply to lesser mortals. 


Of the three playable specializations of the 
Legio Custodes, the Custodian Guard is the 
“standard”, an offensively-weighted specialization 
that shines in melee combat. They are capable of 
decimating almost anything on the charge and 
controlling the flow of battle once they arrive in 
combat. Their role in the Legio Custodes would 
remain unchanged over ten thousand years, as would 
their destructive potential. 


STARTING EQUIPMENT 

The Custodian Guard begins with Custodes Armor, a 
Guardian Spear, a Misericordia, a Refractor Field, 
three Plasma Grenades, three Krak Grenades, and 
Repair Cement. 


STARTING SKILLS AND TALENTS 
The Custodian Guard begins with Acrobatics as a 
Trained Advanced Skill, and the Swift Attack Talent. 


SPECIAL ABILITY 
Choose one of the following. 


Call of the Lion 

When fighting a single enemy in melee combat, the 
Custodian scores extra degrees of success on 
successful Weapon Skill tests equal to half of his 
Weapon Skill bonus (rounded down). 


Champion of the Imperium 

When the Custodian or an ally within 30m is 
subjected to a Charge action by an enemy (or said 
enemy decides to be cute and WALK into melee), the 
Custodian may perform a Charge action as a 
Reaction against the enemy. This Charge action does 
not benefit from bonuses to hit the action would 
normally provide. 
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LEGIO CUSTODES CUSTODIAN GUARD CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 200 500 1000 1500 
Ballistic Skill 500 1000 1500 2000 
Strength 200 500 1000 1500 
Toughness 500 1000 1500 2000 
Agility 200 500 1000 1500 
Intelligence 750 1500 2250 3000 
Perception 750 1500 2250 3000 
Willpower 500 1000 1500 2000 
Fellowship 500 1000 1500 2000 


"RANK 1 CusTopian GuaRD ADVANCES SSCS 


Advance Cost Type Prerequisites 
Contortionist 200 Skill 

Double Team 200 Talent 

Sure Strike 500 Talent WS 30 
Combat Master 500 Talent WS 30 

Brutal Charge 500 Trait 


-RANK 2 CusTopIAN GUARD ADVANCES. 


Advance 
Acrobatics +10 
Intimidate +10 
Parry +10 
Lightning Attack 
Lightning Reflexes 
Piercing Strike 


Cost 
400 
400 
400 
600 
500 
800 


Type 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 


Prerequisites 
Acrobatics 
Intimidate 
Parry 

Swift Attack 


WS40, S40 


"RANK 3 CUSTODIAN GUARD ADVANCES 


Advance 
Contortionist +10 
Parry +20 
Counter-Attack 
Precise Blow 
Crushing Blow 
Misericordia Strike 


Cost 
400 
400 
500 
600 
600 
800 


Type 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 
Contortionist 
Parry +10 

WS40 

WS40, Sure Strike 
S40 

WS45 


"RANK 4 CusTopian GUARD ADVANCES 


Advance 
Acrobatics +20 
Intimidate +20 
Berserk Charge 
Leap Up 

Wall of Steel 
Guardian Assault 


Cost 
400 
400 
700 
500 
700 
800 


Type 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 
Acrobatics +10 
Intimidate +10 


Ag 30 


Ag 35 
WS45 BS45 
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"RANK 5 CUSTODIAN GUARD ADVANCES s—s—SSSCisS 


Advance Cost Type 

Contortionist +20 400 Skill 

Assassin Strike 500 Talent 
Furious Assault 500 Talent 
Hammer Blow 800 Talent 
Whirlwind of Death 800 Talent 
Righteous Blow 800 Talent 


Prerequisites 
Contortionist +10 
Ag 40, Acrobatics 
WS35 


WS45 


"RANK 6 CUSTODIAN GUARD ADVANCES 


Advance Cost Type 

Blademaster 800 Talent 
Deflect Shot 600 Talent 
Hard Target 600 Talent 
Step Aside 800 Talent 
Auric Apocalypse 1000 Talent 


Prerequisites 

WS30 

Ag 50 

Ag40 

Ag 40, Dodge 

WSS50, Whirlwind of Death 


"RANK 7 CUSTODIAN GUARD ADVANCES 


Advance Cost Type 

Crippling Strike 400 Talent 
Foresight 400 Talent 
Thunder Charge 800 Talent 
Inescapable Attack (Melee) 1000 Talent 


Prerequisites 
WS50 
Int 30 


WS40, Per 35 


"RANK 8 CUSTODIAN GUARD ADVANCES —s—S—SSSCsS 


Advance Cost Type Prerequisites 

Talented (Choose One) 500 Talent 

Preternatural Speed 1000 Talent WS40, Ag50 

Signature Wargear (Hero) 1000 Talent 

Instinctive Defense 1000 Talent WS60, Ag 55, Deflect Shot 
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T 


SENTINEL GUARD 


“Oh ho ho ho, ganging up! Let’s see if you got all of 
this!” 


- Hykanatos Dannus Lee of the Legio 
Custodes, prepares to repulse Lessian forces during 
the Solaris Crusade. 


he Sentinel Guard are the defensive specialists of the 
Legio Custodes. They are a mobile bulwark who 
protect important people and hold battle lines during 
field engagements. They are trained in defensive arts 
rather than offensive, and as a result, while retaining 
the loose organization typical of the Custodes, they 
are by nature more synchronized with each other than 
their brethren 


Sentinel Guard forgo the Guardian Spear for 
the Sentinel Warblade, a heavy broad-bladed sword 
that can be used one-hand. During the Horus Heresy 
were equipped with Praesidium shields, precursors to 
the Storm Shields that were entering testing with the 
Salamanders and Imperial Fists. Ten thousand years 
in the future, they would replace these with Storm 
Shields, but Praesidium Shields would still be used 
while a Custodian began to carve out a legacy for 
himself. 


Of the three playable specializations of the 
Legio Custodes, the Sentinel Guard is a living wall, a 
defensively-weighted specialization designed for 
protecting others and holding ground. As a result of 
being closer to their squad mates than others, they 
have a number of skills the normal Custodians would 
lack. A Sodality that counts a Sentinel Guard among 
their number will always stand strong, and never 
falter against even the greatest of enemies. 


STARTING EQUIPMENT 

The Sentinel Guard begins with Custodes Armor, a 
Sentinel Warblade, a Praesidium Shield, a 
Misericordia, a Refractor Field, three Plasma 
Grenades, three Krak Grenades, and Repair Cement. 


STARTING SKILLS AND TALENTS 

The Custodian Guard begins with Medicae as a 
Trained Advanced Skill, and the Two Weapon 
Wielder (Melee) Talent. 


SPECIAL ABILITY 
Choose one of the following. 


Sentinel Bracing 

The Sentinel may perform the Defensive Stance 
combat action as a Half Action instead of a Full 
Action. He retains the ability to perform Melee Basic 
Attacks while in Defensive Stance. 


Shield Wall 

Allies adjacent to the Sentinel benefit from armor 
points granted by the Sentinel's Praesidium or Storm 
Shield. If the Sentinel, or an ally adjacent to him is 
charged or targeted by a melee attack, the Sentinel 
and his ally may perform a Counter-Attack (provided 
they have the talent) BEFORE the enemy strikes his 
own blows. 
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LEGIO CUSTODES SENTINEL GUARD CHARACTERISTIC ADVANCES 


Level 
Weapon Skill 
Ballistic Skill 
Strength 
Toughness 
Agility 
Intelligence 
Perception 
Willpower 
Fellowship 


Simple 


200 
750 
200 
200 
500 
500 
750 
500 
500 


Intermediate 


500 
1500 
500 
500 
1000 
1000 
1500 
1000 
1000 


Trained Expert 
1000 1500 
2250 3000 
1000 1500 
1000 1500 
1500 2000 
1500 2000 
2250 3000 
1500 2000 
1500 2000 


[RANK I SENTINEL GUARD ADVANCES s—s—s—SSC*sS 


Advance Cost Type Prerequisites 
Double Team 200 Talent 

Takedown 300 Talent 

Counter-Attack 500 Talent WS40 
Combat Master 500 Talent WS 30 
Guardian 500 Talent Ag 40 

Sturdy 500 Trait 


"RANK 2 SENTINEL GUARD ADVANCES 


Advance 
Medicae +10 
Parry +10 

Trade (Armorer) 
Disarm 

Wall of Steel 
Sentinel Storm 


Cost 
400 
400 
200 
400 
700 
800 


Type 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 


Prerequisites 
Medicae 
Parry 


Ag 30 
Ag 35 
BS40, Ag40 


"RANK 3 SENTINEL GUARD ADVANCES. SSCS 


Advance Cost Type Prerequisites 
Medicae +20 300 Skill Medicae +10 
Parry +20 400 Skill Parry +10 

Trade (Armorer) +10 400 Skill Trade (Armorer) 
Tron Jaw 500 Talent T 40 

Stalwart Defense 800 Talent 

Abiding Resilience 800 Talent T40 


[RANK 4 SENTINEL GUARD ADVANCES 


Advance 

Trade (Armorer) +20 
Armor-Monger 

Duty unto Death 
Swift Attack 

Shield Barricade 


Cost 
400 
800 
500 
600 
800 


Type 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 

Trade (Armorer) +10 

Int 35, Tech Use, Trade (Armorer) 
WP 45 

WS 35 

WSS0, T40 
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[RANKS SENTINEL GUARD ADVANCES sss—s—SSC*S 


Advance 

Crushing Blow 

Deflect Shot 

Dual Strike 

Strong Minded 
Unbowed and Unbroken 
Radiant Mantle 


Cost 
600 
600 
600 
800 
800 
800 


Type 

Talent 
Talent 
Talent 
Talent 
Talent 
Talent 


Prerequisites 

S40 

Ag 50 

Ag 40, Two Weapon Wielder (Melee) 
WP (30), Resistance (Psychic Powers) 
Fel 40 

WP40 


"RANK 6 SENTINEL GUARD ADVANCES 


Advance 
Blademaster 
Lightning Attack 
Master Chirurgeon 
Step Aside 
Sentinel Phalanx 


Cost 
800 
600 
600 
800 
1000 


Type 

Talent 
Talent 
Talent 
Talent 
Talent 


Prerequisites 

WS30 

Swift Attack 

Medicae +10 

Ag 40, Dodge 

WSS50, Counter-Attack 


"RANK 7 SENTINEL GUARD ADVANCES SSCS 


Advance 
Exemplar of Honor 
Foresight 

Hammer Blow 
Vengeful Protector 


Cost 
800 


400 


800 
1000 


Type 

Talent 
Talent 
Talent 
Talent 


Prerequisites 
Int 40 


WS45, S45 


RANK 8 SENTINEL GUARD ADVANCES 
Cost 
500 
800 

1000 
1000 


Advance 

Talented (Choose One) 
Blade Dancer 

Signature Wargear (Hero) 
Superior Resilience 


Type 

Talent 
Talent 
Talent 
Talent 


Prerequisites 


T50, Abiding Resilience 
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SAGITTARUT GUARD 


“Very few in this day and age can claim to host an 
Adrathic weapon. It is best, however, that you do not 
ask its source.” 


- Quaesitor Gotoh, Paragon of Metal, 
explains the weapon mounted on his carapace. 


agittarum Guard are unlike the rest of their brethren 
in the Legio Custodes. Theirs is the realm of 
destruction at a distance, and use of ancient weapons, 
proscribed for use by all but the great army of the 
Emperor’s golden people. While not as glamorous as 
the Custodian, or as stalwart as the Sentinel, the 
Sagittarum Guard of the Tharanatoi caste never skip 
a beat in providing ranged destruction for their allies. 


Sagittarum Guard also have another role, 
that of the peerless observer. It is they who act as 
sentries of the walls of the Imperial Palace, and are 
blessed, or perhaps designed, with perfect memory. 
They are able to remember faces and speech patterns 
flawlessly, analyzing crowds to better determine 
suppressive action. Through this careful study of the 
uncounted masses of humanity can they guarantee the 
appropriate amount of force and destruction is meted 
out. 


Of the three playable specializations of the 
Legio Custodes, the Sagittarum Guard is the only 
purely ranged specialization, built for offense against 


various enemies, and digging entrenched foes out of 
their fortifications. They also gain early access to 
Adrathic weapons, better known to most as “Terran 
disintegration rays,” for use against enemies that 
threaten the Sagittarum and his sodality. In keeping 
with the limited castes available to the Legio 
Custodes, they also possess certain skills that help 
shore up weaknesses in a balanced sodality. 


STARTING EQUIPMENT 

The Sentinel Guard begins with Custodes Armor, an 
Adrastus Bolt Caliver, a Misericordia, a Refractor 
Field, three Plasma Grenades, three Krak Grenades, 
and Repair Cement. 


STARTING SKILLS AND TALENTS 
The Custodian Guard begins with Tech Use as a 
Trained Advanced Skill, and the Marksman talent. 


SPECIAL ABILITY 
Choose one of the following. 


Thunderous Ruin: 
The Sagittarum may reroll damage against enemies in 
cover. The second result stands. 


Unrelenting Devastation: 

The Sagittarum inflicts one extra point of damage to 
a Horde's Magnitude for every hit. Weapons with the 
Blast quality instead inflict 1d5 extra points of 
damage to a Horde's Magnitude. 
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LEGIO CUSTODES SAGITTARUM GUARD CHARACTERISTIC ADVANCES 


Level Simple 
Weapon Skill 750 
Ballistic Skill 200 
Strength 750 
Toughness 500 
Agility 500 
Intelligence 200 
Perception 200 
Willpower 500 
Fellowship 500 


Intermediate 


1500 
500 
1500 
1000 
1000 
500 
500 
1000 
1000 


Trained Expert 
2250 3000 
1000 1500 
2250 3000 
1500 2000 
1500 2000 
1000 1500 
1000 1500 
1500 2000 
1500 2000 


RANK 1 SAGITTARUT GUARD ADVANCES 


Advance 
Scrutiny 
Total Recall 
Mighty Shot 
Tank Hunter 
Vigilant 


Cost 
200 
300 
500 
500 
500 


Type 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 


Int 30 
BS40 
BS40 
Per 35 


RANK 2 SAGITTARUTI ( yUARD ADVANCES 


Advance 
Dodge +10 
Scrutiny +10 
Tech Use +10 
Evaluate 
Deadeye Shot 
Lock On 
Ever Vigilant 


Cost 
400 
400 
400 
200 
400 
800 
800 


Type 
Skill 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 


Prerequisites 
Dodge 
Scrutiny 
Tech Use 


BS30 
Per 40, Vigilant 
BS40, Per40, Vigilant 


RANK 3 SAGITTARUI GUARD ADVANCES 


Advance 
Dodge +20 
Tech Use +20 
Evaluate +10 
Bolter Drill 

Hip Shooting 
Target Selection 
Overkill 


Cost 
400 
400 
400 
800 
500 
600 
800 


Type 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 
Dodge +10 
Tech Use +10 
Evaluate 


BS40, Ag40 
BS50 
Per45 


RANK 4 SAGITTARUT GUARD ADVANCES 


Advance 

Evaluate +20 
Scrutiny +20 
Rapid Reload 
Storm of Iron 
Nowhere to Hide 
Hawkish Precision 


Cost 
400 
400 
500 
500 
800 
800 


Type 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 


Prerequisites 
Evaluate +10 
Scrutiny +10 


Per 30 
BS40, Per 40 


21 


RANK 5 SAGITTARUT GUARD ADVANCES 


Advance 

Custodes Weapon Specialization 
Last Man Standing 

Sharpshooter 

Technical Knock 

Weapon Tech 

Hammering Storm 


Cost 
1000 
500 
600 
500 
800 
1000 


Type 

Talent 
Talent 
Talent 
Talent 
Talent 
Talent 


Prerequisites 

Ag 40 

Nerves of Steel 
BS40, Deadeye Shot 
Int 30 

Int 40, Tech Use +10 
BS40, Mighty Shot 


RANK 6 SAGITTARUT GUARD ADVANCES 


Advance 

Hard Target 

Master Enginseer 
Rapid Reaction 

Step Aside 

Ranged Weapon Expert 


Cost 
600 
600 
600 
800 
1000 


Type 

Talent 
Talent 
Talent 
Talent 
Talent 


Prerequisites 
Tech Use +20 


Ag 40, Dodge 
BS50 


RANK 7 SAGITTARUTI ( yUARD ADVANCES 


Advance 

Crack Shot 
Lightning Reflexes 
Eye of Vengeance 
Flawless Tracking 


Cost 
700 
500 
1000 
1000 


Type 

Talent 
Talent 
Talent 
Talent 


Prerequisites 
BS40 


BS50 
BS40, Per40 


RANK 8 SAGITTARUT GUARD ADVANCES 
Cost 
500 
1000 
1000 
1000 


Advance 

Talented (Choose One) 
Death Serves the Righteous 
Signature Wargear (Hero) 
Deathdealer 


Type 

Talent 
Talent 
Talent 
Talent 


Prerequisites 
BS50, Deadeye Shot, Sharpshooter 


BS45 
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NEW TALENTS 


“The Custodians do not train, per se. They are raised 
from infants into their roles, and only the greatest 
survive to the end. I can appreciate that.” 


- Shas’o Sio’t Korst’la VII observing the 
Custodian Guard. 


he Legio Custodes train in ways that would destroy 
lesser men, and their methods have remained little- 
changed over ten thousand years. What was good 
enough to protect the Emperor when he walked 
among men remains effective in the time of the return 
of his sons. From the fires of the Horus Heresy to the 
spread of the Cicatrix Maledictum, the Custodian 
Guard remain ready to strike at any threats to the 
Throneworld with overwhelming force. 


The talents listed here are for the three base 
specializations of the Adeptus Custodes. Advanced 
Specializations will detail their unique talents in their 
entries. While some talents are drawn from later 


systems, such as Dark Heresy 2 and Only War, there 
are a number of talents drawn directly unit abilities in 
HH7 Inferno, and the new Custodes Codex for 8" 
edition. These allow the Legio Custodes to efficiently 
and effectively fight their eternal war to safeguard the 
Throneworld from any and all threats. 


GENERAL CUSTODIAN TALENTS 


CUSTODIAN WEAPON TRAINING 
Prerequisite: Adeptus Custodes 

The Custodian possesses proficiency with Adrathic, 
Bolt, Chain, Melta, Plasma, Power, Shock, Volkite, 
Flame, Primitive, Las, Launchers, Solid Projectile, 
and Thrown weapons of all classes. In essence, he is 
proficient with all non-exotic weapons, and exotic 
Adrathic weapons. All other exotic weapon training 
talents must be purchased as elite advances. 


VICTOR OF THE BLOOD GAMES 
Prerequisite: Adeptus Custodes 

Once per round, the Custodian may reroll up to one 
failed Weapon Skill or Ballistic Skill test, reroll the 
damage result of one hit from an attack, OR one 
failed Dodge or Parry test of his choice. The second 
result stands. 


One will notice this talent is not available for 
purchase through any specialization. This talent is 
only available for purchase through Elite Advance, 
and the player should be able to bullshit artist a real 
good explanation of how he got it. Even then, it is 
suggested the GM price the talent at no less than 
1,000 XP, subject to their own preferences. 


UNFLINCHING RESPONSE 

Prerequisite: Adeptus Custodes 

When subjected to a Charge action by an enemy (or 
said enemy decides to be cute and WALK into 
melee), the Custodian may perform a Ranged Basic 
Attack, Semi Auto Attack, or Full Auto Attack action 
as a Reaction against the enemy. These attacks do not 
grant their normal bonus to hit. If the Custodian 
spends a Fate Point before making this attack, the 
attack is made at a +20 bonus, and Spray weapons 
grant a -20 penalty to the Agility test to avoid the 
shot. 


CRUSADER 

Prerequisite: Adeptus Custodes 

The Custodian may charge according to his Run 
distance, rather than his Charge distance. 


AEGIS OF THE EMPEROR 

Prerequisite: Adeptus Custodes 

The Custodian no longer needs to spend a fate point 
before missions to activate the Abhor the Witch 
talent - it is always considered active. Furthermore, 
the Custodian gains a +20 bonus to Willpower Tests 
made as part of the Abhor the Witch talent. 
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AVATAR OF THE EMPEROR 

Prerequisite: Adeptus Custodes 

At the start of his round, the Custodian may spend a 
Fate Point. Until the start of his next round, allied 
Custodians and Strategic Assets may use the 
Custodian's Willpower bonus in place of their own 
for Willpower-based tests. 


BRINGER OF THE EMPEROR'S JUSTICE 
Prerequisite: Adeptus Custodes 

At the start of his round, the Custodian may spend a 
Fate Point. If he does so, when the Custodian scores 
4 or more Degrees of Success on a Weapon Skill test 
for an attack, he gains an additional attack. This 
attack cannot generate further attacks. If the 
Custodian was using a weapon with the Lightning 
Blows quality, then the quality is triggered when 
scoring 2 or more Degrees of Success. 


CUSTODIAN GUARD TALENTS 


PIERCING STRIKE 

Prerequisite: WS 40, S 40 

The Custodian's Melee Weapons gain the Felling (1) 
quality. At the start of his round, if the Custodian 
spends a Fate Point, the Custodian's Melee Weapons 
gain the Felling (X) Quality until the start of his next 
round, where X is half the Custodian’s Weapon Skill 
bonus. 


MISERICORDIA STRIKE 

Prerequisite: WS 40 

After making a successful Weapon Skill test or tests 
as part of a Standard Attack, Swift Attack, or 
Lightning Attack, the Custodian may immediately 
make an additional attack with his Misericordia as 
part of the action. This Weapon Skill test is 
performed at a -20 penalty, rather than any bonus the 
action would normally give. 


GUARDIAN ASSAULT 

Prerequisite: WS 45, BS 45 

When performing a Charge action, the Custodian 
may make a single-shot Ranged Standard Attack or a 
Semi-Auto attack, depending on the ranged 
component of his Spear against the enemy he is 
charging. This Ballistic Skill test is performed at a - 
20 penalty. 


RIGHTEOUS BLOW 

Prerequisite: WS 45 

When the Custodian inflicts Righteous Fury with 
melee attacks, he may roll twice to determine the 
damage and take the higher result. 


AURIC APOCALYPSE 

Prerequisite: WS 50, Whirlwind Attack 

When attacking a horde in melee combat, rather than 
his normal number of attacks, the Custodian may 
choose to make a single Weapon Skill test. If this test 
is successful, the Custodian scores one hit, plus one 
hit for every Degree of Success on the Weapon Skill 
test. 


INESCAPABLE ATTACK (MELEE) 
Prerequisite: WS 40, Per 35 

After making a successful Weapon Skill test as part 
of an All-Out Attack, Called Shot, Charge, Standard 
Attack, or Stun action, the Custodian imposes a 
penalty on all evasion attempts (Dodge or Parry tests) 
made against this attack equal to 5 times the total 
degrees of success scored on the attack test. 


INSTINCTIVE DEFENSE 

Prerequisite: WS 60, Ag 50 

The Custodian may attempt to Parry ranged attacks 
that strike him rather than Dodge. 


SENTINEL GUARD TALENTS 


GUARDIAN 

Prerequisite: Ag 40 

As a Reaction, the Sentinel may sacrifice all of his 
Actions for the next Round to switch places with an 
ally within Close Support Range (provided there is 
no obstruction in the way). The Sentinel becomes the 
new target of any attacks previously targeting the 
ally. 


SENTINEL STORM 

Prerequisite: BS 40, Ag 40 

As a Reaction, the Sentinel may immediately perform 
a Full-Auto attack with his Sentinel Blade's Bolt 
Casters at a target of his choice. He retains the bonus 
to Ballistic Skill tests the action usually grants. 


ABIDING RESILIENCE 

Prerequisite: T 40 

When expending a fate point to regain wounds, the 
Custodian recovers 1d10 plus his unmodified 
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Toughness Bonus (instead of 1d10 wounds as 
normal) and removes one level of fatigue. 


SHIELD BARRICADE 

Prerequisite: WS 50, T 40 

Allies adjacent to the Sentinel may benefit from the 
protective field of their Praesidium Shield or Storm 
Shield. 


RADIANT MANTLE 

Prerequisite: WP 40 

Enemies suffer a -10 penalty to Weapon Skill and 
Ballistic Skill tests when attacking the Sentinel or 
allies adjacent to the Sentinel. 


SENTINEL PHALANX 

Prerequisite: WS 50, Counter-Attack 

When performing a standard melee attack as part of 
the Counter-Attack talent, the Sentinel may attack 
with a melee weapon he is wielding separate from the 
weapon used to Parry the opponent's attack. For 
example, the Sentinel may Parry an opponent's attack 
with a praesidium shield, and perform an attack with 
a Sentinel Warblade as part of their Counter-Attack. 


VENGEFUL PROTECTOR 

Prerequisite: WS 45, S 45 

When an ally within 10 meters suffers Critical 
Damage (or is killed) because of an enemy, the 
Sentinel increases the damage he inflicts with melee 
weapons by +5 until the end of the encounter. 


SUPERIOR RESILIENCE 

Prerequisite: T 50, Abiding Resilience 

When the Sentinel suffers damage, after accounting 
for reactions, armor, and Toughness Bonus, he may 
make an Arduous (-40) Toughness test. If this test is 
passed, the damage is negated. 


SAGITTARUM GUARD TALENTS 


TANK HUNTER 

Prerequisite: BS 40 

When making a ranged attack against a vehicle, the 
Sagittarum adds his Ballistic Skill Bonus to the 
Penetration value of his weapon 


VIGILANT 

Prerequisite: Per 35 

When using the Overwatch Action, the Sagittarum 
may use his Perception Characteristic instead of his 
Agility Characteristic when determining whether he 
or his triggering target takes an Action first, as well 


as for any Opposed Agility Tests that Overwatch 
calls for him to make. 


EVER- VIGILANT 

Prerequisite: BS 40, Per 40, Vigilant 

When an enemy or enemy asset Deep Strikes onto the 
battlefield within range of the Sagittarum, such as by 
drop pod, teleportarium, etc, the Sagittarum may 
immediately perform a ranged attack with his ranged 
weapon's highest rate of fire against the enemy. This 
Ballistic Skill test is performed at a -20 penalty, 
rather than the bonus the action would normally give. 


LOCK ON 

Prerequisite: Per 40, Vigilant 

The Sagittarum may make Dodge Reactions while 
maintaining an Aim Action or Overwatch Action 
without losing the benefits of the Action. 


OVERKILL 

Prerequisite: Per 45 

When the Sagittarum hits with a ranged attack, he 
may make a Challenging (+0) Perception test as a 
Reaction. If he succeeds, he adds the Degrees of 
Success on the Perception test to the Degrees of 
Success scored on the original Ballistic Skill test for 
the attack. This will NOT trigger Righteous Fury if 
the replaced number is 10 or higher. 


HAWKISH PRECISION 

Prerequisite: BS 40, Per 40 

When the Sagittarum successfully scores Righteous 
Fury against a living, non-vehicle, non-Daemon 
Engine opponent with a Ranged Attack, the 
Sagittarum also rolls 1d5 on the Critical Hit table for 
the location hit and applies the appropriate Critical 
result to that location. Talents and abilities that 
increase critical hit damage apply their benefit to this 
roll. 


NOWHERE TO HIDE 

Prerequisite: Per 30 

When the Sagittarum damages cover, the character 
adds his Degrees of Success from the attack to the 
reduction of the cover’s Armor value. If using a 
weapon that does not require a skill test, he adds 1 
instead. 
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CUSTODES WEAPON SPECIALIZATION 
Prerequisite: Custodian Weapon Training 

The Custodian selects a Type and Class of weapon, 
such as Adrathic (Basic), or Bolt (Heavy). When 
using the specified type of weapon, the Custodian 
never suffers a penalty to Ballistic Skill tests of 
greater than -30. 


HAMMERING STORM 

Prerequisite: BS40, Mighty Shot 

When the Sagittarum performs a Semi-Auto Burst or 
Full-Auto Burst with a ranged weapon, each 
consecutive hit after the first gains | additional 
Penetration, to a maximum of +5 Penetration for the 
sixth and successive hits. Additional hits caused by 
the Deflagrate quality of weapons count as successive 
hits for the purposes of this talent. 


RANGED WEAPON EXPERT 

Prerequisite: BS50 

Once per combat encounter, the Sagittarum may take 
an aim action as a Free Action before making an 
attack with the weapon. The Sagittarum must select a 
ranged weapon type when taking this talent, such as 
Bolt, Adrathic, etc. 


FLAWLESS TRACKING 

Prerequisite: BS40 Per40 

When the Sagittarum fires a ranged weapon, he 
imposes a -5 penalty on Dodge tests to avoid the 
attack for every Degree of Success on the Ballistic 
Skill test. 


DEATH SERVES THE RIGHTEOUS 
Prerequisite: Ballistic Skill 50, Deadeye Shot, 
Sharpshooter 

Once per combat encounter, the Sagittarum may 
spend a Fate Point to change a result of 1 on a single 
Damage Die from a ranged attack to a result of 10. 
This can inflict Righteous Fury as normal. 


DEATHDEALER 

Prerequisite: BS45 

When the Sagittarum's ranged attacks inflict Critical 
damage, he adds his Perception bonus to the damage 
result. 
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ADVANCED 
SPECIALTIES 


“There are thirty Custodians aboard the Tiberian 
Sun. How did Executor Thexus get the Custodes to 
owe him a favor?” 


- Solar Auxilia Sub-Lieutenant Jackson, 
witnessing a Shield Company for the first time. 


he Legio Custodes are, in many ways, a limited force. 


They possess overwhelmingly powerful infantry, and 
the greatest skimmer and armored tanks the 
Imperium can provide. As a Custodian advances 
through the ranks, he rises from the ranks of the 
Hykanatoi caste, a “mere” foot soldier, to alternative 
castes, which expand his skills and abilities. 
Custodians are never mandated training — each 
pursues whichever path he deems most effective to 
guard Terra, and they are free to reorganize their 
priorities at any given time. The Sodalities of the 
Legio Custodes are designed to allow a Custodian to 
personally grow, the better to act as an equal peer to 
their King and Warlord. 


There are seven advanced specializations a 
Custodian can pursue. Each expands a Custodian’s 
abilities and wargear. The Custodian Tharanatos sets 
the Custodian on the path to becoming a Terminator, 
while Agamatus and Kataphraktos deal with vehicles 
of different types. Wardens are veterans who defend 
key sites and battlefield objectives, while the 
Hetaeron Guard are the bodyguards of the Emperor 
himself, his very Companions. Even then, some 
Custodians die, and join the ranks of the Moritoi 
Dreadnoughts, while others who live long and 
prosper eventually become Shield Captains, 
becoming the voice of the Emperor himself to 
Imperial armies across the galaxy. 


Unlike in Deathwatch Core, due to the way 
a Custodian’s training is framed, a Custodian is not 
limited to a single Advanced Specialization. 
However, he is still restricted to entering only one 
Advanced Specialization per rank. For example, a 
Custodian Guard may decide he wishes to enter the 
ranks of the Agamatus at Rank 3, then the Tharanatoi 
at Rank 5, and finally end up a Shield Captain at 
Rank 7, provided he meets the prerequisites. 


Note that many advanced specializations 
state that a Custodian must choose a “path.” This is 
done during mission preparation, when the Custodian 
is gearing up. As per Custodian organization, he is 
free to swap as he requires over the course of the 
game. For example, a Custodian Tharanatos may 
decide to go Allarus for a few missions, selecting 
wargear from the Allarus list, while for a mission in a 
close, confined space hulk, he may choose to 
temporarily go Aquilon, selecting wargear from the 
Aquilon list. 
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CUSTODIAN 
THARANATOS 


ustodians Tharanatos are the Terminators of the 
Legio Custodes. It is they who march into, or in most 
cases, teleport into battle, with auramite armor 
greater than even the rank and file Custodians, 
Sentinels, and Sagittarum. Allarus Custodians wear 
Allarus armor to battle, and fight in similar manner to 
their Hykanatoi brethren, with Guardian Spear or 
Castellan Axe, and ballistus grenade launchers to 
provide ranged support on an open battlefield. In 
contrast, Aquilon Custodians specialize in close 
quarters and zone mortalis operations, with heavier 
armor, and Lastrum, Solerite, and Adrathic weapons 
to carry them through the most dangerous breaches 
and beyond. 


. Requirements: Rank 3+, Renown 20+ 


Standard Issue Gear: The Custodian must select 
which Tharanatos path he wishes to follow. 


Allarus: Allarus Terminator Armor with Ballistus 
Grenade Launcher, and Guardian Spear OR Castellan 
Axe 

Aquilon: Aquilon Terminator Armor with Lastrum 
Storm Bolter, and Solerite Power Gauntlet OR 


Solerite Power Talon. 


CUSTODIAN THARANATOS ADVANCES 


Advance Cost Type Prerequisites 
Command 200 Skill 

Command +10 300 Skill | Command 
Demolition 200 Skill 

Demolition +10 300 Skill | Demolition 
Demolition +20 400 Skill Demolition +10 
Dodge 200 Skill 

Dodge +10 300 Skill Dodge 

Parry 200 Skill 

Parry +10 300 Skill — Parry 

Survival 200 Skill 

Survival +10 300 Skill Survival 

Survival +20 400 Skill — Survival +10 
Bolter Drill 1000 Talent 

Combat Formation 800 Talent Int 40 

Two Weapon Wielder (Melee) 500 Talent WS 35, Ag 35 
Two Weapon Wielder (Ranged) 500 Talent BS 35, Ag 35 
Thunder Charge 1000 Talent Adeptus Custodes 
Inescapable Vengeance 1000 Talent Adeptus Custodes 
Slayer of Tyrants 1000 Talent Adeptus Custodes 
Unleash the Lions 1000. Talent _Adeptus Custodes 


NEW TALENTS 


INESCAPABLE VENGEANCE 

When attacking a Master-level enemy with melee attacks, the Custodian’s attacks gain range equal to half his Weapon Skill 
Bonus. This does not count the Custodian as in melee — it only affects attacks he performs on his turn, and does not affect the 
range in which he may parry or attack Fleeing enemies. 


SLAYER OF TYRANTS 
At the start of the Custodian’s turn, while attacking a Master-level enemy with melee attacks, the Custodian may perform a Half 
Move action as a Free Action, as long as the enemy remains within range of his attacks. 


UNLEASH THE LIONS 
The Custodian may enter Squad Mode by himself — he no longer need allies to join him or be within support range to do so. 


CUSTODIAN 
AGAMIATUS 


he Vertus Praetors of the Agamatus exploit fast- 
T moving war machines, jetbikes, to great effect. 
Acting as “cavalry” for Custodian formations, they 
act as skirmishers for ground forces, and provide 
heavy weapons fire against numerous targets. They 
blunt potential attacks and run down any foe. 
Dawneagle jetbikes are equipped with squad support 
weapons, their primary purpose being the cavalry 


charge, while the far larger Gyrfalcon jetbikes carry i et an <X* 
the heaviest and rarest weapons available to the Dawneagle: Dawneagle Jetbike with Hurricane 
Custodian Guard. Bolter 

Requirements: Rank 3+, Renown 20+ Gyrfalcon: Gyrfalcon Jetbike with Lastrum Bolt 
Standard Issue Gear: The Custodian must select Cannon 


which Agamatus path he wishes to follow. 


CUSTODIAN AGAMATUS ADVANCES 


Advance Cost Type Prerequisites 
Acrobatics 200 Skill 

Acrobatics +10 300 Skill | Acrobatics 
Acrobatics +20 400 Skill Acrobatics +10 
Drive (Skimmer) 200 Skill 

Drive (Skimmer) +10 300 Skill | Drive (Skimmer) 
Drive (Skimmer) +20 400 Skill | Drive (Skimmer) +10 
Navigate (Surface) 200 Skill 

Navigate (Surface) +10 300 Skill Navigate (Surface) 
Navigate (Surface) +20 400 Skill Navigate (Surface) +10 
Catfall 300 Talent Ag 30 

Hard Target 600 Talent 

Lightning Reflexes 800 Talent 

Talented (Drive (Skimmer)) 800 Talent 

Vertus Praetor 1500 Talent Adeptus Custodes 
Stooping Dive 1000 Talent Adeptus Custodes 
Sweeping Fire 1000 Talent _Adeptus Custodes 


NEW TALENTS 


VERTUS PRAETOR 

The Custodian does not suffer any penalty from the vehicle’s size when performing a Dodge reaction while riding a Jetbike, and 
may attempt to turn up to 180 degrees in any direction by increasing the difficulty of any Drive test by one degree, or attempting a 
Challenging (+0) Drive test if none would normally be required. In addition, while riding a Jetbike, the Custodian may perform the 
Disengage action as a Half Action. If he instead takes a full action, he may move double his Jetbike’s tactical speed. 


STOOPING DIVE 

When the Custodian is mounted on a Jetbike and he or an ally within 30m is subjected to a Charge action by an enemy (or said 
enemy decides to be cute and WALK into melee), the Custodian may perform a Charge action as a Reaction against the enemy. 
This Charge action retains the bonuses to hit the action would normally provide. 


SWEEPING FIRE 
When the Custodian is mounted on a Jetbike and attacks with his Jetbike’s heavy weapon, the Custodian may additionally perform 
a single-shot ranged attack, semi-auto attack, or full-auto attack with one Basic or Pistol-class weapon he wields as a free action. 


CUSTODIAN 
K ATAPHRAKTOS 


iterally meaning “armored” or “enclosed” in an 

L ancient Terran tongue, the Custodians Kataphraktos 
choose the path of armored vehicles, providing anti- 
vehicle support on the ground with repulsorlift grav 
vehicles, fly interceptor gunships of unprecedented 
speed and power, and patrol the stars in exotic golden 
fighters in defense of their Emperor. These vehicles 
would remain unchanged over ten thousand years, 
bringing fear to enemies that emerge from the Great 
Rift just as they did to traitors of the Horus Heresy. 


Requirements: Rank 3+, Renown 20+ 
Standard Issue Gear: MIU Cybernetic 


CUSTODIAN KATAPHRAKTOS ADVANCES 


Advance Cost Type Prerequisites 

Drive (Ground Vehicle) 200 Skill 

Drive (Ground Vehicle) +10 300 Skill | Drive (Ground Vehicle) 
Drive (Ground Vehicle) +20 400 Skill | Drive (Ground Vehicle) +10 
Drive (Skimmer) 200 Skill 

Drive (Skimmer) +10 300 Skill — Drive (Skimmer) 

Drive (Skimmer) +20 400 Skill | Drive (Skimmer) +10 

Pilot (Spacecraft) 200 Skill 

Pilot (Spacecraft) +10 300 Skill — Pilot (Spacecraft) 

Pilot (Spacecraft) +20 400 Skill — Pilot (Spacecraft) +10 
Navigate (Surface) 200 Skill 

Navigate (Surface) +10 300 Skill Navigate (Surface) 

Navigate (Surface) +20 400 Skill Navigate (Surface) +10 
Independent Targeting 800 Talent BS 40 

Hotshot Pilot 500 Talent Ag 35, Drive or Pilot +10 
Push the Limit 1000 Talent Drive or Pilot +10, Tech Use 
Hull Down 1000 Talent Drive or Pilot +10 


NEW TALENTS 


HOTSHOT PILOT 

When the Custodian succeeds on a Drive or Pilot Test, he may voluntarily suffer 1 level of Fatigue to add a number of degrees of 
success equal to half of his Agility bonus. When the Custodian fails a Drive or Pilot test, he may voluntarily suffer 1 level of 
Fatigue in order to reduce the degrees of failure by an amount equal to his Agility bonus, to a minimum of 1. 


PUSH THE LIMIT 
Once per round, the Custodian may add +20 to a Drive or Pilot test. However, if he fails the test by 4 or more Degrees of Failure, 
then his vehicle automatically suffers the Drive Damaged Critical Hit result. 


HULL DOWN 
The Custodian counts the value of his Vehicle’s Size trait as being one lower for purposes of attack modifiers and gaining the 
benefits of cover. 


CUSTODIAN WARDEN 


eterans among Veterans, the Custodian Wardens 
march in as a solid wall, enemy attacks washing 
harmlessly off them. Level-headed and patient 
watchmen, they strike enemies with heavy Castellan 
Axes, and swear oaths to become living fortresses of 
auramite and gene-augmented flesh. Their 
determination to their vows bolsters their willpower 
to the point they can force themselves through the 
worst attacks an enemy has to offer. 


Requirements: Rank 5+, Renown 40+ 
Standard Issue Gear: Castellan Axe 


CUSTODIAN WARDEN ADVANCES 


Advance Cost Type Prerequisites 
Evaluate 200 Skill 

Evaluate +10 300 Skill | Evaluate 
Evaluate +20 400 Skill | Evaluate +10 
Interrogation 200 Skill 

Interrogation +10 300 Skill Interrogation 
Interrogation +20 400 Skill Interrogation +10 
Scrutiny 200 Skill 

Scrutiny +10 300 Skill — Scrutiny 

Scrutiny +20 400 Skill Scrutiny +10 
Foresight 300 Talent Int 30 

Meditation 500 Talent 

Orthoproxy 500 Talent 

Strong Minded 500 Talent WP 30, Resistance (Psychic Powers) 
Castellan Strike 700 Talent Adeptus Custodes 
Binding Oaths 1000 Talent Adeptus Custodes 
Even in Death 1000 Talent Adeptus Custodes 
Unnatural Willpower (x2) 1000 Trait 


NEW TALENTS 


CASTELLAN STRIKE 

When wielding a Castellan Axe, the Custodian’s melee attacks gain +2 Penetration for every successive melee strike the Custodian 
performs that round. For example, when a Custodian performs the Lightning Attack action, his first strike is resolved at base 
penetration, his second at +2 Penetration, and his third at +4 Penetration. Until the beginning of the Custodian’s next round, allies 
striking the target improve the penetration of their own melee attacks by +2. 


BINDING OATHS 


When the Custodian suffers damage, after accounting for reactions, armor, and Toughness Bonus, he may make a Hard (-20) 
Willpower test. If this test is passed, the damage is negated. In addition, when the Custodian is forced to burn fate for any reason, 
he may roll 1d10. On a 10, the fate point is not burnt. 


EVEN IN DEATH 

The first time a Custodian is reduced to Critical damage, he may perform a single-shot Ranged Basic attack or single Melee Basic 
attack against the enemy who damaged him. If the Custodian is forced to burn fate to live, he may immediately perform a single 
combat action of his choosing (such as a Lightning Attack or a Semi-Auto Burst) at the enemy who felled him before his burnt fate 
resolves. 


HIETAERON GUARD 


etaeron Guard are an inner circle within the 
Custodes, for theirs is the greatest job of all — the 
Hetaeron Guard are the bodyguards of the Emperor 
himself. In ancient times they were hand-selected by 
the Emperor, but modern equivalents must make do 
with their Captain General. They were, and remain, 
some of the most potent fighters in the Imperium. 
When the Emperor began the Webway Project, his 
Hetaeron disappeared. They would not return again 
until ten thousand years later, when direct threats to 
their King and Warlord would manifest once more. 


Requirements: Rank 5+, Renown 60+. To be a 
Hetaeron Guard is to be directly chosen by the 
Emperor or the Captain-General, and the GM should 
be consulted when entering this Advanced 
Specialization. 

Standard Issue Gear: Paragon Spear 


FHIETAERON GUARD ADVANCES 


Advance Cost Type Prerequisites 
Inquiry 200 Skill 

Inquiry +10 300 Skill — Inquiry 

Inquiry +20 400 Skill Inquiry +10 
Security 200 Skill 

Security +10 300 Skill Security 

Security +20 400 Skill Security +10 
Shadowing 200 Skill 

Shadowing +10 300 Skill Shadowing 
Shadowing +20 400 Skill Shadowing +10 
Counter-Attack 300 Talent WS 40 

Duty unto Death 500 Talent WP 45 

Exemplar of Honor 500 Talent Adeptus Custodes 
Hammer Blow 1000 Talent Adeptus Custodes 
Stalwart Defense 800 Talent Adeptus Custodes 
Spark of Divinity 1000 Talent Adeptus Custodes 
Gene-hanced Defense 2000 Talent Adeptus Custodes 
Emperor’s Companion 1500 Talent _Adeptus Custodes 


NEW TALENTS 


SPARK OF DIVINITY 
The Custodian gains a bonus of 5x his Willpower Bonus to Willpower Tests used as part of the Abhor the Witch talent. 


GENE-HANCED DEFENSE 


The Custodian increases his wounds by a number equal to his Rank, and his toughness bonus by a number equal to half his rank 
(rounding up). This enhancement to toughness bonus is applied AFTER Unnatural trait multipliers. If the Custodian increases in 
rank, his wounds and toughness bonuses are readjusted to his new rank. 


EMPEROR’S COMPANION 
The Custodian may reroll damage results in melee. The second result stands. 


DREADNOUGHT 
[TJORITOI 


hose who are about to die salute, but what of those 
already dead? The Moritoi Caste of the Legio 
Custodes is composed of those too injured to fight 
on, but still of use to the Legio Custodes. Taking to 
the battlefield in advanced dreadnought frames, with 
components pioneered from the first Ur-Gholem 
Pattern Dreadnoughts of the Thunder Warriors, the 
Dreadnoughts provide support to their still-living 
allies with heavy fire support or advanced melee 
weapons. There are even rumors of perfectly healthy 
Custodians volunteering for internment, as the 
chassis available to them are just that powerful. 


. a F 
Requirements: Rank 7+, Renown 60+. To be a 
Dreadnought Moritoi is usually to be mortally 
wounded in the line of battle. However, the GM must 
be consulted with if a healthy Custodian wishes to 
undertake this rank. 
XP Cost: Dependent on Frame. This may cause an 
XP deficit that must be paid off by the player over the 
course of the game. 


DREADNOUGHT [TIORITO! ADVANCES 


Advance Cost 


Parry 
Parry +10 
Parry +20 


Berserk Charge 1000 


Crushing Blow 
Disturbing Voice 
Furious Assault 
Hatred (Choose One) 


Type Prerequisites 


Skill 

Skill — Parry 
Skill Parry +10 
Talent 

Talent S40 
Talent 

Talent WS 35 
Talent 


Independent Targeting 1000 Talent BS 40 

Lightning Attack 1000 Talent Swift Attack 
Marksman Talent BS 35 

Mighty Shot 1000 Talent BS 40 

Storm of Iron 2000 Talent 

Swift Attack Talent WS 35 

Thunder Charge 1000 Talent 

Wall of Steel 1000 Talent Ag 35 

Whirlwind of Death Talent 

Indomitable Charge 2000: Talent Adeptus Custodes, Thunder Charge 
Guidance of Golden Light 1500 Talent Adeptus Custodes 
Unyielding Sentinel 2000 Talent _Adeptus Custodes 
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BECOMING A DREADNOUGHT 


Becoming a dreadnought is cool. You 
become a big stompy robot, or maybe even a big 
shooty one. Thing is, you’re reduced to a bag of 
organs barely kept alive by the sarcophagus, and your 
junk is incinerated. That blows. But look on the 
bright side — you probably didn’t care much about 
that last bit anyway. Becoming a Dreadnought, as 
stated before, is discussed with the GM. While 
normally one will enter when they die, Codex 
Adeptus Custodes says Custodians volunteer for it, so 
I left it open. You’re also gonna want to be careful — 
becoming the Golden Murderbot will alter the types 
of missions and interactions you’d be expected to 
have. Nobody expects a dreadnought on a social call, 
after all, but maybe you can use that to your 
advantage? 


CAST OFF YOUR MORTAL FRAME 


When the Custodian becomes a Dreadnought, he 
is entombed within a massive armored shell, and 
follows the rules for vehicles as found in Deathwatch. 
His Strength and Agility are adjusted to match the 
Dreadnought he is placed into. He also gains the 
following traits. 


> Auto-Stabilized 


> Exemplar of War 

> Size (Enormous) 

> Sturdy 

> Advanced Internment 
DREADNOUGHT XP COosTS 


The Custodian has a choice of how he can 
spend his afterlife. He selects a dreadnought frame, 
and pays the XP cost, either immediately, or through 
play if it causes a deficit. The following Dreadnought 
Frames are available, and their XP costs are listed. 
Their stats can be found in the Custodian Vehicle 
Reliquarium. 


Frame XP Cost 
Contemptor-Exemplar 5000 
Contemptor-Galatus 6000 
Contemptor-Achillus 6000 
Telemon Heavy Dreadnought 8000 


NEW TRAIT: EXEMPLAR OF WAR 


A Custodian interred within a Dreadnought 
gains the following benefits and disadvantages. 


> Dreadnoughts are not affected by Blood 
Loss or Fatigue 

> Dreadnoughts have no fine manipulators 
(like fingers) and cannot complete tasks that 
require fine manual dexterity. 

> Dreadnoughts can only be healed by the 
Tech Use skill, which works like the 
Medicae skill for recovering lost wounds 
and critical damage. 

> Dreadnoughts suffer a total -30 penalty on 
all tests when attempting the following 
skills: Climb, Dodge, Concealment, 
Shadowing, Silent Move, Wrangling. 

> Dreadnoughts automatically fail the 
following skills: Acrobatics, Contortionist, 
Sleight of Hand, Swim. 

> Characteristic Advances in Strength, 
Toughness, and Agility may not be selected. 


NEW TRAIT: ADVANCED INTERMENT 


A Custodian interred within a Contemptor or 
Telemon Dreadnought does NOT possess the Weight 
of Years Trait. The Contemptor’s or Telemon’s 
advanced systems are able to keep the Custodian 
functional and lucid for as long as required. Sleeping 
is optional, but it does make one feel less grumpy. 


NEW TALENTS 


INDOMITABLE CHARGE 

The Custodian Dreadnought’s Thunder Charge talent 
inflicts 1d5 additional Unarmed hits against single 
enemies, and 1d10+X to Hordes, where X is his 
Weapon Skill bonus. 


GUIDANCE OF GOLDEN LIGHT 

Allied Custodians within 15m of the Custodian 
Dreadnought may reroll failed Weapon Skill and 
Ballistic Skill tests of up to | Degree of Failure. 


UNYIELDING SENTINEL 

Once per round, when the Custodian Dreadnought 
suffers damage, he may request the enemy’s damage 
dice be rerolled. The second result stands. 
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SHIELD CAPTAIN 


W ithin the Legio Custodes, there are countless names 

for ranks and seniority, such as Prefect, Lictor, 
Proconsul, etc, but the most common by far is 
“Shield Captain.” Possessing the greatest judgement 
and skill, they are elevated directly by the Emperor or 
their Captain-General and are proven to possess rare 
insight or acumen alongside martial skill. They 
possess the finest arms and armor, and command 
everything from small sodalities to planet-wide 
battlefields. It would be they who paved the way for 
their King and Warlord to land upon a world, and it 
would be they who speak with his voice in the 
modern day. 


Requirements: Rank 7+, Renown 60+. 
Standard Issue Gear: Iron Halo, Paragon Spear 


SHIELD CAPTAIN ADVANCES 


Advance Cost Type Prerequisites 
Command 200 Skill 

Command +10 300 Skill Command 

Command +20 300 Skill Command +10 
Diplomacy 200 Skill 

Diplomacy +10 300 Skill | Diplomacy 
Diplomacy +20 300 Skill | Diplomacy +10 

Parry 200 Skill 

Parry +10 300 Skill Parry 

Parry +20 300 Skill Parry +10 

Tactics (Choose One) 400 Skill 

Tactics (Choose One) +10 400 Skill — Tactics (Choose One) 
Tactics (Choose One) +20 400 Skill — Tactics (Choose One) +10 
Air of Authority 500 Talent Fel 30 

Master Orator 500 Talent Fel 30 

Combat Master 1000 Talent WS 30 

Iron Discipline 500 Talent WP 30, Command 
Into the Jaws of Hell 1000 Talent Iron Discipline 
Lightning Attack 1000 Talent Swift Attack 

Step Aside 1500 Talent Ag 40, Dodge 

Swift Attack 1000 Talent WS 35 

Wall of Steel 1500 Talent Ag 35 

Voice of the Emperor 1000 Talent Master Orator 
Talented (Command) 800 Talent 

Mastery (Command) 1000 Talent Command +20, Talented (Command) 
Inspirational Fighter 1500 Talent Adeptus Custodes 
Plant the Vexilla 800 Talent Adeptus Custodes 
Shadow of the Throne 1000 Talent Adeptus Custodes 
Tribune 1500 Talent _ Adeptus Custodes 
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NEW SKILLS 


DIPLOMACY (FELLOWSHIP) 

A new skill introduced in the Dark Heresy expansion, “The Lathe Worlds,” Diplomacy is the art of conducting 
negotiation between two or more factions. This allows the character opportunities to handle business, social, or state 
affairs without arousing hostility. A Diplomacy test is an opposed test, as each party tries to convince the other, in 
the nicest way possible, that they are assholes of the highest order. 


The GM sets a number of rounds (as simple as 1, as involved as 5, or even longer), and tallies up Degrees of Success 
over the course of the negotiation. At the end, Degrees of Success and Failure for both sides are tallied — whichever 
side has the most Degrees of Success is the winner, will most likely get their point across / get what they want, and 
may then freely tell the loser to suck it. 


NEW TALENTS 


VOICE OF THE EMPEROR 
The Shield Captain may affect a number of people up to 100 times their Fellowship Bonus rather than just 10. 


MASTERY (COMMAND) 

The Shield Captain may spend a Fate Point to automatically pass the listed skill, provided the final modifier to his 
Test is +0 or better. In addition to simply passing the Test, the character will pass it by a number of Degrees of 
Success equal to the Characteristic Bonus tied to the skill. 


INSPIRATIONAL FIGHTER 
Allied Custodians within X meters of the Shield Captain may reroll failed Weapon Skill and Ballistic Skill tests of 
up to | Degree of Failure, where X is the Custodian’s Fellowship Bonus. 


PLANT THE VEXILLA 
If the Shield Captain performs no actions with the Movement subtype during the round, then until the beginning of 
his next round, the range of the effects of any Vexilla he wields is doubled. 


SHADOW OF THE THRONE 

When assigned Requisition, the Shield Captain receives an extra 50% Requisition points, for use on support assets 
only. For example, if assigned 30 Requisition, he is granted an extra 15 Requisition for support assets only. 
Incidentally, this is enough to requisition an Astra Militarum Reserve Company. Assets purchased by the Shield 
Captain may be teleported into battle, and enemies count as Surprised against their attacks the round that they arrive. 


NEW TALENTS 


TRIBUNE 

The Shield Captain has reached one of the highest levels of the Legio Custodes. He stands as one of the most 
powerful people in the galaxy, and his word is the Magisteri'um Lex Ultima, the mark of office that makes the bearer 
answerable only to the Emperor. 


The Custodian becomes immune to the Instant Death quality of weapons. 


In addition, during mission preparation, the Custodian Tribune may declare a special Tactical Objective that he and 
his Sodality will attempt to perform. These Tactical Objectives usually modify existing Objectives, making them 
into high priority targets for defense of the Throneworld. Successfully completing this objective will grant bonus 
Renown at the conclusion of the mission. However, failing them will cause the Sodality to instead lose that much 
Renown. If an objective was declared and the conditions for the Tactical Objective never occurred during the 
mission, then there is no penalty inflicted to the Sodality. For example, if the Sodality swore to Eliminate Threats, 
and no Hordes were encountered during the mission, then the Sodality do not lose Renown. 


At Rank 8, the Custodian may perform a Challenging (+0) Command test, and he may swap one Tactical Objective 
for another. This may only be performed once per mission. 


TACTICAL OBJECTIVES 


DELIVER VICTORY 
Select one Secondary or Tertiary objective. The Sodality gains one additional point of Renown for completing this 
objective. 


KEEP THEM AT SPEAR’S LENGTH 
If the Sodality do not call in Strategic Assets during the mission, the Sodality gains one additional point of Renown. 


ELIMINATE THREATS 
The Sodality gains one additional point of Renown for destroying at least one enemy Horde during the course of the 
mission. If the Sodality destroys three or more enemy Hordes, they instead gain 1d5 additional points of Renown. 


CRUSH THEIR RESISTANCE 
Select one Primary objective. The Sodality gains 1d5 additional points of Renown for completing this objective. 


WAR ZONE SECURE 
If the Sodality successfully complete at least three Secondary or Tertiary objectives, they gain 1d5 additional points 
of Renown. 


THE EMPEROR’S VENGEANCE 

If the Sodality defeat at least one Master-level enemy during the mission, they gain 1d5 additional points of Renown. 
If the Sodality defeats three or more Master-level enemies during the mission, they gain 1d5+5 additional points of 
Renown. 


GOLDEN ARMORIUM 


"We'll be in contact, as long as you don't decide it 
would be more 'efficient' to blast some friendlies with 
your adrathic whatever." 


- Solar Auxilia Veletaris Jerichus discusses 
tactics with Quaesitor Gotoh, Paragon of Metal. 


he Armory of the Legio Custodes is drawn from the 
Emperor’s personal armories, his “household” able to 
wield weapons from the dark past of ancient Terra, 
with any others caught wielding such miracles 
immediately put to death, alongside their entire 
nation - thus were these miracles of the past unique to 
the Legio Custodes. Each weapon is customized 
exactly to task, without care to resource cost or rarity 
of components. Auramite Alloys of a single suit of 
Custodes armor would cost a planets’ ransom, while 
specialists from all over Terra and the Solar System 
would labor to restore the miracles of Adrathic, 
Lastrum, and Heliothermic weapons. 


The Legio Custodes would bear the greatest 
wargear in the galaxy to battle, for theirs was not just 
to engage enemies without, but enemies within as 
well. Indeed, many would wonder why each 
Custodian Guard seemed to wield weapons purpose 
built to destroy the Legiones Astartes, but such 
concerns were soon put to rest — the War in the 
Webway would soon decimate the ranks of the 
Custodians, all their wargear now turned to the 
daemons of the Warp invading the Imperial port of 
Calastar in the Webway and leave them severely 
undermanned during the resultant siege. 


Over the course of ten thousand years, the 
Custodians would continue to use the same weapons 
they had in the Horus Heresy in the modern day, 
albeit purely in defense of Terra. It would not be until 
the Primarch Roboute Guilliman returned to Terra 
and became Imperial Regent that the Custodes would 
expand the definition of “Threats to Terra” from 
those on the Throneworld itself to those across the 
galaxy. With the Custodians deploying their ancient 
weapons and tactics to a galaxy literally torn in half 
by the Cicatrix Maledictum, the time is once again to 
show the superiority of the Emperor’s hand-crafted 
guardians. 
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Name Class Range RoF Dam 
Adrathic Basic 30m S/-/- 2d10+3E 
Destructor 
Twin-Linked Basic 30m S/-/- 2d10+3E 
Adrathic 
Destructor 
Adrastus Bolt Heavy 150m = ~-/-/6  1d10+12X 
Caliver 
(Bolt Volley) 
(Adrathic Beam) Basic 30m S/-/- 2d10+3E 
Archeotech Pistol Pistol 30m S/-/- 2d10+8E 
Balistus Grenade Basic 30m S/2/3 1d10+10X 
Launcher 
(Saturation) 
(Concussion) - - - 4d101 
(Tanglefoot) - - - - 
Lastrum Storm Basic 100m S/2/4 1d10+9X 
Bolter 
Infernus Firepike § Heavy 30m S/-/- 2d10+12E 
Proteus Las- Heavy 100m S/2/- 2d10+15E 
Lance 

RANGED WEAPONS 


The Legio Custodes’ individual armaments are 
mysteries of Old Night, issued from the Emperor’s 
personal stocks of the finest equipment in the galaxy. 
These range from the earliest variants of the weapon 
that would be known as the Storm Bolter, while the 
Adrathic disintegration rays would rival the volkite 
ray guns of Mars. 


All weapons listed within this section fall under the 
Custodian Weapon Training talent — the Custodian 

does not need to purchase additional training talents 
to use any weapon within this section. 


ADRATHIC WEAPONS 

The Adrathic weapons are relics of the Dark Age of 
Terra, a wholly Terran invention. They fire an 
unstable energy beam that severs molecular bonds, 
causing objects struck to unravel rather spectacularly, 
a flaring after-image the only remainder of the target. 
It was these weapons that motivated the Emperor to 
put a death mark on any outside his household to use 
them, much to the annoyance of Mars. 


Pen 
12 


12 


12 


Mag Rid Special Req Renown 
8 Full Instant Death, 25 Distinguished 
Armorbane, 
Overheats 
8 Full Twin-Linked, Instant 40 Distinguished 
Death, Armorbane, 
Overheats 
60 Full Tearing, 45 - 
Combination 
Weapon 
8 Full Instant Death, - - 
Armorbane, 
Overheats 
8 2 Full - 30 _— Distinguished 
9 2 Full Blast (3) 30 Respected 
3 - Blast (3), - - 
Concussive (0) 
3 - Blast (3), - - 
Snare (2) 
60 2 Full Tearing, Storm, 30 Respected 
Heliothermic 
Detonation, Reliable 
10 2 Full Flame, Torrent, 35 Respected 
Ignores Cover 
12 2Full _ Felling (1), Proven 35 _— Distinguished 


(4), Lance 


Adrathic Destructors may be used by all, but Twin- 
Linked Adrathic Destructors require Aquilon 
Terminator Armor to use. 


ADRASTUS BOLT CALIVER 

The Adrastus Bolt Caliver is a hybrid weapon, a mix 
of standard bolter technology and Adrathic 
disintegration projectors. It is a portable heavy 
weapon to support Custodian battlefield actions. 


Armorbane: Against Vehicles, Structures, and 
enemies with the Daemon Engine trait, the weapon's 
Penetration is doubled. 


Combination Weapon: The Custodian wielding the 
Adrastus Bolt Caliver must select which component 
he wishes to fire every round. These components are 
reloaded separately, and jams are resolved separately. 


Instant Death: After suffering at least one wound 
from this weapon, the enemy must make a 
Challenging (+0) Toughness test or die like a bitch, 
unless they are immune to instant death in some way 
(Touched by the Fates, some sort of Eternal Warrior, 
etc). 
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ARCHEOTECH PISTOL 

With more and more knowledge lost as time goes on, 
what few remnants still exist are highly sought after 
by the wealthy and martial. Archeotech pistols is a 
catch-all term for a wide variety of pistol type 
weaponry from the Dark Age of Technology, be it a 
slug gun of prodigious power or a blaster of scything 
energy. The rich flaunt them, the aggressive use 
them, and often the only way to get them is to pry 
them from their user’s cold dead hands 


BALISTUS GRENADE LAUNCHER 

Drum-fed weapons triggered with a thought, the 
Balistus Grenade Launcher can fire a salvo of 
projectiles into enemies, saturating the area with 
explosive shrapnel that can even pierce Astartes 
Armor. They also contain internal magazines for 
concussion grenades, to stun enemies before a 
charge, or tanglefoot grenades, which use localized 
gravity distortions to lock an enemy down. 


A Balistus Grenade Launcher contains an integrated 
fire selector to swap between grenades as needed, and 
the Arm Weapon Mounting Upgrade, which does not 
reduce its range. However, only a single type of 
grenade can be fired per round. A Balistus Grenade 
Launcher requires Allarus Terminator Armor to use. 


LASTRUM STORM BOLTER 

Named for the Lastrum Core Clan of the Appolyne 
Workshops of Terra, located near what would once 
have been Greece and the Balkans, the Lastrum Clan 
was held in high regard for the ammunition they 
could produce. Rather than mere kraken rounds, the 
Lastrum clansmen handcrafted mass-reactive 
heliothermic rounds that could detonate with solar 
fury. Only a Lastrum Bolter’s sturdy construction can 
withstand the stress firing such bolts. Larger patterns, 
like the Lastrum Bolt Cannon, would find use 
mounted on Custodian armored vehicles. 


A Lastrum Storm Bolter requires Aquilon Terminator 
Armor to use. 


Heliothermic Detonation: After suffering at least 
one wound from this weapon, the enemy must make 
a Challenging (+0) Toughness test or die like a bitch, 
unless they are immune to instant death in some way 
(Touched by the Fates, some sort of Eternal Warrior, 
etc). If the target is a vehicle, add two to the roll 
when scoring critical damage. Unleash the power of 
the sun. 


INFERNUS FIREPIKE 

Paragon flame weaponry wielded by the elite 
Aquilon Terminators, Infernus Firepikes were 
renowned for their arcing effect, able to lay swathes 
of flame over obstructions and rain promethium 
down upon enemies in cover. 


An Infernus Firepike requires Aquilon Terminator 
Armor to use. 


Torrent: Instead of using the firing weapon as a 
point of origin, select a point within 15m as the shot’s 
origin. Resolve the spray’s normal 30° cone from that 
point, with the caveat that the cone must extend 
further than the point of origin — no looping sprays 
backwards! 


PROTEUS LAS-LANCE 

I'll be honest, I debated putting this thing in here. No 
unit in the list uses the Proteus Las-Lance. No model 
is made for it. It may even be a leftover from shitty 
Forge World proofreading. But game-wise, the 
Custodians NEED a distance anti-vehicle weapon. So 
I added it in. 


Lance: Multiply the weapon’s penetration by the 
number of Degrees of Success scored on the Ballistic 
Skill test plus 1. For example, scoring three degrees 
of success on a weapon with Pen 5 and the Lance 
quality would resolve any hits produced at (3+1) *5, 
or Pen 20. 
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Name Class Range RoF Dam Pen Mag Rid Special Req Renown 


(Melee, Standard) Melee - - 1d10+8E 8 - - Power Field, Tearing, - - 
Lightning Blows, 
Balanced 
(Guardian Bolter) Basic 100m S/3/1d1049X_ 630 Full’ «= Tearing = 
Pyrithite Spear Melee - - 1d10+12E 12 - - Power Field, Tearing, 40 Respected 
(Melee, Charge) Lightning Blows, 
Balanced 


(Melta Beam) Pistol 10m S/-/-  2d10+12E 12 4 Full Melta - 


(Melee, Standard) Melee - - 1d10+8E 8 Power Field, Tearing, - - 
Lightning Blows, 


Balanced 


Paragon Spear Melee - - 1d10+16E 12 - - Power Field, Tearing, 50 Distinguished 
(Melee, Charge) Lightning Blows, 
Murderous Strike, 
Balanced 


(Paragon Bolter) Basic 100m = S/2/3 1d10+12X 8 30 Full Tearing 


(Bolt Caster) Basic 100m = S/2/- 1d10+9X 6 30 Full Tearing, Storm - 


(Guardian Bolter) Basic 100m _—sS//3/- 1d10+9X 6 30 Full Tearing - - 


Solerite Power Melee - - 1d10+10E 8 - - Power Field, Tearing, 40/60 Distinguished 
Talons Razor-Sharp, Master- 
Crafted 
Praesidium Shield Melee - - 1d10E 0 - - Power Field, 40 - 
Defensive 


Interceptor Lance Melee - - 1d10+8E 10 Power Field, Thunder 20 - 


Joust 
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MELEE WEAPONS 


Melee is where the Legio Custodes shine, and each is 
well-equipped to deal with the horrors of a galaxy 
under siege by xenos, broken by treachery, or torn 
open like a bad prostate exam. Most Custodian 
weapons are dual-purpose, also containing integrated 
ranged weaponry. This allows even a basic Custodian 
to effectively engage any target. 


All weapons listed within this section fall under the 
Custodian Weapon Training talent — the Custodian 

does not need to purchase additional training talents 
to use any weapon within this section. 


GUARDIAN SPEAR 

If there was an iconic weapon for the Legio 
Custodes, it would be the Guardian Spear. The 
Guardian Spear is capable of piercing almost any 
armor and retains perfect balance for use in martial 
displays. A Guardian Spear also contains a Guardian 
Bolter, specially designed to interface with the 
Guardian Spear and fire Kraken-type penetrator 
rounds. 


A Guardian Spear possesses three profiles — the first 
is used when executing the Charge action. The 
second is used when attacking normally in melee. 
The third is for the Guardian Bolter. A Guardian 
Spear cannot be used as part of a Two-Weapon 
Fighting attack. 


Lightning Blows: If the bearer scores 4 or more 
Degrees of success on a Weapon Skill for an attack, 
he generates an additional attack. This attack cannot 
generate further attacks. 


PYRITHITE SPEAR 

The Guardian Spear’s modularity means that 
additional weapons can be fitted to it. The Pyrithite 
Spear removes the Guardian Bolter for a Melta Pistol, 
allowing the Custodian to engage vehicles at close 
range. 


A Pyrithite Spear cannot be used as part of a Two- 
Weapon Fighting attack. 


Melta: The weapon’s penetration is doubled at Short 
Range or closer. 


ADRASITE SPEAR 

The Adrasite Spear is a Guardian Spear with an 
Adrathic Destructor taped to the end. Because why 
not, right? Zap, motherfucker. 


An Adrasite Spear cannot be used as part of a Two- 
Weapon Fighting attack. 


PARAGON SPEAR 

Paragon spears for paragon bois, the Paragon Spear is 
a superior pattern to the standard guardian spear. 
Perfectly weighted for the expert Blademaster to 
score a killing blow, the Paragon Spear brings fear to 
all who see it. 


A Paragon Spear cannot be used as part of a Two- 
Weapon Fighting attack. 


Murderous Strike: When triggering Righteous Fury, 
the enemy must make a Challenging (+0) Toughness 
test or die like a bitch, unless they are immune to 
instant death in some way (Touched by the Fates, 
some sort of Eternal Warrior, etc) 


SENTINEL WARBLADE 

Brutal where the Guardian Spear is precise, the 
hyper-pulse disruption field generators found in the 
blade blah blah blah, it’s a big heavy sword you beat 
people to death with. Within the blade is a double- 
barreled bolt-caster that can unload a hail of fire. 


CASTELLAN AXE 

Heavy axes that, combined with the user’s 
momentum, aim for damage over versatility, the 
Castellan Axe allows for thunderous sweeps to cleave 
through victims. Like Guardian Spears, Castellan 
Axes have Guardian Bolters integrated into them to 
provide ranged combat ability. 


A Castellan Axe cannot be used as part of a Two- 
Weapon Fighting attack. 


SOLERITE WEAPONS 

Fashioned in the pattern of ancient relics that the 
Thunder Warriors once used, and copied later by the 
Imperial Fists’ Solarite weapons, the Solerite gauntlet 
and claws use artifact power foils and near 
indestructible materials forged in the Tempest 
Galleries, beneath the Caucasus Wastes, in Terra’s 
core. You might remember this place — the 
Salamanders Legion secured it in their inaugural 
outing, where they fought ancient machines guarding 
the place, and almost wrecked themselves in bloody 
combat to claim it in the Imperium’s name. 
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Solerite weapons are Master-Crafted, and this 
damage is already included in their profile. Do mind 
the +10 bonus to Weapon Skill yourself, though! 


Solerite Power Gauntlets grant the Unnatural 
Strength (x2) trait, or increase the user’s existing 
Unnatural Strength trait by +1, and impose a -20 
penalty on tests that require manual dexterity. 


Solerite Power Talons are requisitioned singly, or as 
a pair. They inflict +1 Damage per Degree of Success 
on the Weapon Skill test if wielded singly, or inflict 
+2 Damage per Degree of Success if wielded as a 
pair. Each is very bulky and cannot be used for any 
but the most basic manipulative tasks (for example, 
one could not use a weapon or pick up a quill, but 
may be able to manipulate a heavy iron girder). 


MISERICORDIA 

The “Blade of Mercy,” where the Guardian Spear is 
iconic, the Misericordia is symbolic. A small power 
blade made for a single killing thrust, the 
Misericordia marks the Custodian as executioner- 
judge, and allows them to grant a “clean” death to 
transgressors, and those grievously wounded in 
combat. It is a statement that the Emperor’s reign 
eclipses all others, and the Misericordia’s purpose 
would remain unchanged after ten thousand years. 


PRAESIDIUM SHIELD 

The precursor to the Storm Shield, Praesidium 
Shields are layered with ceramite and reinforced 
alloys, and numerous inbuilt field generators. Despite 
being eclipsed by the Storm Shield in the modern 
day, newly inducted Custodians are often granted 
these until they are proved worthy of Storm Shields. 


A Praesidium Shield provides 3 armor points to the 
wielding Arm and Body locations and reduces the 
time necessary for a Guarded Attack to a Half 
Action. A Praesidium Shield provides a PR50 
Defensive Field, overloading based on quality, which 
may be rerolled if failed, and inflicts a -10 penalty to 
enemy Weapon Skill tests to strike the bearer. 


However, attacks with the Praesidium Shield suffer a 
-20 penalty to Weapon Skill tests to attack with the 
shield itself, and if wielded with a Guardian Spear or 
variants of those weapons, the bearer may not benefit 
from the Charge profile of the weapons. 


STORM SHIELD 

The heavy slab of ceramite that we all know far too 
well, the Storm Shield allows the Custodian to truly 
become an unbreakable wall, charging forward, 
secure in the knowledge that the only thing that can 
fuck him up is Mortal Wounds. 


A Storm Shield provides 4 armor points to the 
wielding Arm and Body locations and reduces the 
time necessary for a Guarded Attack to a Half 
Action. A Storm Shield provides a PR65 Defensive 
Field, overloading based on quality. 


However, attacks with the Storm Shield suffer a -20 
penalty to Weapon Skill tests to attack with the shield 
itself, and if wielded with a Guardian Spear or 
variants of those weapons, the bearer may not benefit 
from the Charge profile of the weapons. 


INTERCEPTOR LANCE 

A heavy lance wielded by the Agamatus Caste, the 
Interceptor Lance is common among the ranks of the 
Vertus Praetors, who charge into battle. 


Thunder Joust: The bearer may reroll damage when 
performing the Charge action. The second result 
stands. 
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LEGIO CUSTODES ARMOR 


Custodian Armor, be it standard armor, Terminator 
armor, or vehicle plating, was made of Auramite, a 
golden material that provided superior protection to 
Ceramite. For every innovation the Legiones Astartes 
were able to make, the Legio Custodes received 
improvements a thousand-fold. 


During character generation, the Custodian is 
normally issued standard Custodes Armor. 
Custodians who enter the Tharanatoi caste will have 
access to Terminator armor. If the GM has set their 
game during the Great Crusade or Horus Heresy, 
then no Armor History is generated. Likewise, if 
the GM has set their game during the modern 
day, and the Cicatrix Maledictum rages above, 
then two Armor Histories are generated. The 
player is free to decide which tables to use for 
generation of histories. In the case of armor mark 
substitutions, apply the benefits of the history, but 
feel free to make up some snowflake bullshit in place 
of the history’s description. 


Terminator armor is also slightly different compared 
to core. There are two patterns — Allarus, and 
Aquilon. Terminator Armor is available to 
Custodians who enter the Tharanatos Advanced 
Specialization and has an altered weapon selection 
list based on pattern. 


CUSTODES ARMOR 
Type: Artificer Armor 


The pinnacle of the Armorer’s art, Custodes armor is 
superior to production-model Legiones Astartes 
armor in every way. Each suit is unique to its wearer 
and fitted with arrays of proximity augurs and slots 
for refractor generators to create the greatest personal 
armor available to the Imperium. 


Custodes Armor grants 12 Armor Points to all 
locations, allows the Custodian to ignore the effects 
of Difficult and Arduous Terrain, and grants all the 
benefits of Artificer Armor to the Custodian. 


REFRACTOR FIELD 
Type: Defensive Field 


The Refractor Field is a small projector that generates 
a protective field around the bearer. Incoming attacks 
that strike the field have a chance of dissipating 
harmlessly. A Refractor Field grants a PR35 
Defensive Field to the bearer. If connected to 
Custodes Armor, or Dreadnought frames, the field 
does not overload in normal conditions. 
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ALLARUS ARMOR 
Type: Terminator Armor 


Driven by magnatomic generators, and equipped with 
Leonine-class actuators, Allarus Armor draws upon 
the advances made in Legiones Astartes Tartaros- 
pattern Terminator Armor to provide the Custodes 
with near unencumbered speed, and exceptional 
range of movement. The downside is that the Allarus 
Armor is only capable of wielding “lighter” 
weaponry, though for the Allarus who hunt enemy 
warlords and generals, this is of no consequence. 


Allarus-Pattern Terminator Armor follows the rules 
for normal “Indomitus-Pattern” Terminator Armor. 
However, the armor no longer imposes a penalty to 
Agility tests, and the wearer retains the ability to Run 
and Dodge. 


Allarus-Compatible Weapons 


Guardian Spear 

Pyrithite Spear 

Adrasite Spear 

Paragon Spear 

Castellan Axe 

Balistus Grenade Launcher 
Misericordia 


AQUILON ARMOR 
Type: Terminator Armor 


Aquilon Armor, in contrast to Allarus Armor, draws 
from the Cataphractii-pattern Terminator Armor of 
the Legiones Astartes. Aquilon Armor is fitted with 
integrated power systems to somewhat mitigate the 
slow and purposeful nature of Cataphractii armor, 
and fuel heavy weapons that the Allarus-pattern 
cannot handle. Aquilon armor, being heavier than 
Allarus, is often used in Zone Mortalis operations or 
to storm breaches, their heavier weapons able to dent 
greater enemies, and survive counter-fire in turn. 


Aquilon-Pattern Terminator Armor follows the rules 
for normal “Indomitus-Pattern” Terminator Armor. 
However, it grants 16 AP, and its built-in protective 
field is PR50. Furthermore, the Agility penalty 
imposed is only -10, and the wearer retains the ability 
to Dodge, although at a further -10 penalty. 


Aquilon-Compatible Weapons 


Solerite Power Talon 

Solerite Power Gauntlet 

Lastrum Storm Bolter 
Twin-Linked Adrathic Destructor 
Infernus Firepike 

Proteus Las-Lance 
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LEGIO CUSTODES WARGEAR 


Custodians could call upon the vast armory of the 
Imperium for most standard equipment, but there 
were a number of unique pieces of Wargear that they 
could call upon in the line of duty. Such wargear 
made clear the statement that the Legio Custodes had 
arrived, and enemies were doomed. 


The bearer of a Vexilla may not use any weapon that 
requires two hands to use — one hand must always be 
dedicated to their Vexilla. Vexillas do not stack, and 
only one Vexilla may be selected per deployment. 


Name Req Renown 
Arae-Shrike 20 Distinguished 
Cyber-Familiar 40 Distinguished 
Vexilla Defensor DS) Respected 
Vexilla Imperius 30 Distinguished 
Vexilla Magisterium 40 Distinguished 
Vexilla Magnifica 25 Respected 


ARAE-SHRIKE 

Type: Equipment 

Ancient devices that twist and distort electromagnetic 
signals, these are considered blasphemous by the 
Mechanicum, but the Emperor gives no fucks. They 
jam telemetry plotters and cogitators, and blind and 
deafen what they cannot. 


An Arae Shrike provides the following bonuses to the 
bearer. 


Deep Strike Interference: When an enemy or 
enemy asset Deep Strikes onto the battlefield within 
30m of the bearer, such as by drop pod, 
teleportarium, etc, roll 1d10. On a 1-3, nothing 
happens. On a 4-6, the enemy or enemy asset is 
deployed an additional 30m away from the 
Custodian. On a 7-9, the enemy or enemy asset 
suffers an amount of damage or magnitude damage 
equal to the Custodian’s Intelligence bonus. On a 10, 
the enemy or asset is slain outright. 

Targeting Interference: When targeted by a weapon 
with the Indirect quality, hits scatter 2d10 subtracting 
the enemy’s ballistic skill bonus, while misses double 
the scatter distance. 


VEXILLA DEFENSOR 

Type: Vexilla 

Built into this proud standard is a refractor of 
prodigious power, providing a protective bubble to 
ward all from harm. To the unenlightened, it is as if 
the Emperor himself is providing direct protection. 


Allies within 20m of the bearer gain the benefits of a 
PR35 defensive field against ranged attacks. This 
field does not overload in normal conditions. 


VEXILLA IMPERIUS 

Type: Vexilla 

The Vexilla Imperius is forged similar to other 
Vexilla. It fills nearby allies with new determination 
and strength, through a combination of psychological 
manipulation and crypto-technological augmentation. 


Allies within 15m of the bearer may perform one 
additional attack in melee combat, stacking with 
talents that grant additional attacks. For example, a 
Custodian with Swift Attack may perform three 
attacks rather than two, or four instead of three 

if dual wielding melee weapons. 


VEXILLA MAGISTERIUM 

Type: Vexilla 

Vexilla are towering banners topped with the 
Imperial Aquila, the symbol of the Emperor’s 
Authority. Such banners fill true servants of the 
Emperor with awe and the touch of the Emperor. 
Vexilla Magisterium are designed to strike fear into 
the hearts of enemies, and subsonically induce allies 
to greater acts of fervor. 


The Bearer of a Magisterium Vexilla gains the Fear 
(1) trait, or increases their Fear Rating by 1, toa 
maximum of (5), and allies within 30m inflict one 
additional point of Magnitude damage per hit when 
attacking hordes in melee combat. 


VEXILLA MAGNIFICA 

Type: Vexilla 

The Vexilla Magnifica uses big words to basically act 
like a big strobe light and laud hailer, and their 
bearers often take the forefront of combat to blunt 
enemy attacks. 


Enemies attempting the bearer or allies within 15m of 
the bearer suffer a -10 penalty to Ballistic Skill tests. 


CYBER-FAMILIAR 

Type: Cybernetic 

Often taking the forms of small skulls, adorable little 
spiders, or tiny tentacle drones, based on the user’s 
preference, Cyber-Familiars assist their masters with 
their no doubt important works. A Cyber-Familiar 
increases the potency of any protective fields the user 
has by +15 (to a maximum of 60), or if the user has 
no protective field, grants them a PR20 Field 
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(Overload 1-10). In addition, they allow their user to 
reroll failed Exploration and Crafting skills. If the 
field overloads, the familiar is KO'd, but not killed. 
Its benefits are lost until it can be fixed with a Very 
Hard (-30) Tech Use test. I don’t think it was ever 
alive anyway. 


Name Class Range RoF Dam 
Gatekeeper Melee - - 1d10+14E 
(Melee, Charge) 

(Melee, Standard) Melee - - 1d10+10E 
(Gatekeeper Bolter) Basic 100m S/-/4 1d10+9X 
The Apollonian Spear Melee - - 1d10+14E 


(Melee, Charge) 


(Melee, Standard) Melee - - 1d10+10E 


(Hypervelocity Bolter) Basic 100m = S/3/- —s 1d 10+12X 


The Veiled Blade Melee - - 1d10+14E 
(Melee) 

(Veiled Bolt Caster) Pistol 30m §/2/- 1d10+9X 
Emperor’s Light Melee - - 1d10+2E 
Fulminaris Aggressor Melee - - 1d10+10E 
(Melee) 

(Ranged) Basic 20m S/-/- 1d104+12X 
Obliteratum Basic 30m S/-/- 3d10+30X 
(Antimatter) 

(Concussion) - - - 4d101 
(Tanglefoot) - - - - 


Raiment of Sorrows = 5 x 5 
Eagle’s Eye - : - 
Auric Aquilas - a 3 z, 
Praetorian Beacon " " “ ; 
Wrath Angelis Special 15m S/-/- 3d10E 
Auric Shackles - - : : 
The Castellan’s Mark - 3 5 a 
Faith Absolute 2 7 = L 


LEGIO CUSTODES RELICS 


Because sometimes the best just isn’t good enough, 


the Legio Custodes have access to a number of relics. 


Often, these are improved variants of existing gear, 
but with additional qualities. Sometimes, they may 


even be legendary gear once wielded by a hero of the 


Legio Custodes. Regardless of their origin, when a 


relic needs to be broken out, shit has hit the fan. 


Pen Mag Rid 


40 Full 
30 Full 
30 Full 
30 Full 
3 4 Full 
3 2 
3 7 


Special 


Power Field, Tearing, 
Lightning Blows, 
Balanced 
Power Field, Tearing, 
Lightning Blows, 
Balanced 
Tearing 


Power Field, Tearing, 
Lightning Blows, 
Molecular Severance, 
Balanced 
Power Field, Tearing, 
Lightning Blows, 
Molecular Severance, 
Balanced 
Tearing, 
Concussive (0) 
Power Field, Razor 
Sharp 
Tearing, Storm 
Power Field, 
Daemonbane 
Power Field, Razor 
Sharp 
Spray 
Blast (3) 


Blast (3), 
Concussive (0) 
Blast (3), 
Snare (2) 


Blast (5) 


Req 


75 


40 


60 


30 


Hero 


Famed 


Distinguished 


Famed 


Famed 


Famed 
Distinguished 
Famed 
Famed 
Famed 
Distinguished 
Famed 


Distinguished 


Relics are always considered Master-Crafted, and 
effects to damage are included in their profile. They 
may also possess special qualities — read their entry 
carefully! Custodians gain access to the given relics 
at their listed Renown level and pays the listed 
number of Requisition Points as normal. However, 
should an individual Custodian decide to purchase 
a second relic for a mission, he must spend a fate 
point as well as spend the listed number of points, 
to Open the Vaults for a second relic. Some of 
these relics are really good, and are issued sparingly. 
Note that in addition to these relics, the six General 
Relics of the Age of Darkness listed in The Good, 
The Bad, and the Alpha Legion are available for 
selection as well. 


GATEKEEPER 

A potent Guardian Spear that thrums with power, 
Gatekeeper’s machine spirits border on prescient, and 
its predictive targeting allows the wielder to mow 
down enemies before they can come within the 
blade’s reach. 


When subjected to a Charge action by an enemy (or 
said enemy decides to be cute and WALK into 
melee), the bearer may perform a Full Auto Attack 
action as a Reaction against the enemy. This attack is 
made at a +30 bonus rather than its normal bonus. 


THE APOLLONIAN SPEAR 

Handcrafted and once wielded by the Emperor 
himself, this Guardian Spear was then given to the 
Chief Custodian, Constantin Valdor. Its potency is 
beyond anything even other Custodians wield. 
Constantin Valdor may have disappeared ten 
thousand years back, but isolated Sodalities in their 
darkest hour sometimes find this Spear nearby, 
allowing them to turn the tables against the muster of 
entire worlds. 


Molecular Severance: When 5 or more Degrees of 
Success are scored on a Weapon Skill test, that hit 
gains the Instant Death quality, or ignores Armor if 
the target is a Vehicle, Structure, or Daemon Engine. 
Successful Defensive Field rolls against this weapon 
must be rerolled. 


THE VEILED BLADE 

An ancient Sentinel Blade that burns with cold 
energy, the Veiled Blade is often found amongst the 
ranks of Vault Keepers swearing to recover some 
artifact or enemy for the vaults within Khangba 
Marwu and other vaults. 


When the bearer fights within 10m of a Primary or 
Secondary objective, he may perform two additional 
attacks in melee combat, stacking with talents that 
grant additional attacks. 


EMPEROR’S LIGHT 

Crafted from a crystallized shard of the Emperor’s 
psychic light, this masterwork Misericordia fills the 
victim’s heart with holy radiance and is an object of 
dread to traitors and heretics. 


Enemies within 30m of the bearer suffer a -10 
penalty to Willpower tests, and the weapon’s 
Daemonbane quality also applies to Heretics as well 
as Daemons. 


FULMINARIS AGGRESSOR 

A Vexilla Defensor fashioned after the fall of Goge 
Vandire, this Vexilla honors the wrath of the 
Emperor in punishing traitors and tyrants. Its thunder 
coil is capable of firing with barely restrained power. 


A Fulminarus Aggressor functions as a Vexilla 
Defensor, but may be fired with the given weapon 
profile above. 


OBLITERATUM 

A unique Balistus Grenade Launcher, this weapon 
fires compressed antimatter that can erase victims on 
a molecular level, in a similar method to Adrathic 
weapons. 


The Obliteratum is incapable of firing normal 
Saturation Rounds, and uses the given weapon profile 
above. 


RAIMENT OF SORROWS 

Handwoven by the Anathema Psykana Order of 
Lamentations, this shroud reminds the bearer of the 
Horus Heresy, the singular time they could be 
considered to have been “defeated.” Its presence fills 
those nearby with cold determination to never fail 
again. 


When a Strategic Asset within 15m is destroyed, roll 
1d10. On a 6+, the asset may immediately perform a 
single-shot ranged or single melee attack as if it was 
full strength. Then it dies for real. Otherwise it just 
dies for real. 
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EAGLE’S EYE 

A master-crafted helmet that incorporates advanced 
sensorium-gheists, this helmet alerts its wearer to 
danger and allocates power to defensive fields to 
prevent damage. 


The bearer increases the armor on their Head location 
by 2 and increases the potency of any protective 
fields the user has by +15 (to a maximum of 60). This 
wargear may stack with a Cyber-Familiar. 


AURIC AQUILAS 

An Archeotech grav engine that can be slotted into a 
Dawneagle or Gyrfalcon Jetbike, the Auric Aquilas 
bears a rider swiftly and safely into battle under a 
golden defensive field. 


Installing the Auric Aquilas into a Dawneagle or 
Gyrfalcon jetbike grants the rider and bike a PR60 
defensive field that does not overload in normal 
conditions. In addition, when performing the Charge 
action, the rider may charge up to 6 times the 
Vehicle’s tactical speed. 


PRAETORIAN BEACON 

An empiric beacon and Archeotech teleport shunter, 
the Praetorian Beacon allows the bearer to leap 
through the warp to the aid of those he has sworn to 
defend. 


Installing the Praetorian Beacon into Allarus-pattern 
or Aquilon-pattern Terminator armor allows the 
bearer in Support Range to instantly teleport adjacent 
to an ally as a Reaction. 


WRATH ANGELIS 

A Vexilla Magnifica crafted for the great battle 
against the orks of Ullanor, later to be called 
Armageddon, the Wrath Angelis contains a multi- 
spectrum targeting shrine that links to far-off assets 
for unheard-of levels of accuracy. 


The Wrath Angelis functions as a Vexilla Magnifica, 
but in addition, once per deployment, as a Full 
Action, the bearer can call in a limited bombardment 
from nearby supporting assets. The bearer must make 
a Ballistic Skill test for every enemy AND ally within 
15m (but not himself). These Ballistic Skill tests 
suffer a -20 penalty against Master-level enemies, 
and a -40 against allies. If the test is successful, the 
target suffers the damage listed in the profile, 
ignoring Armor, Toughness, and Defensive Fields. 


AURIC SHACKLES 

Forged in the Dark Age of Technology to shut down 
neural activity of sapient beings, the Auric Shackles 
are only used to capture the most terrible of foes. 


Master-level enemies in combat with the bearer 
perform one less attack in melee combat, stacking 
with talents that grant additional attacks. For 
example, an enemy with Lightning Attack may only 
perform two attacks rather than three. If the bearer 
slays the enemy in melee combat, then the bearer 
increases the Sodality’s Renown by 1d5. 


THE CASTELLAN’S MARK 

A pauldron granted to the Custodian who has won the 
most number of Blood Games amongst the Ten 
Thousand, the Castellan’s Mark declares the 
Custodian a master of tactical acumen. 


During deployment, one Horde Strategic Asset 
purchased by the bearer may be granted two Horde 
traits of the Custodian’s choice. 


FAITH ABSOLUTE 

An ominous Vexilla Magnifica crafted for the 
Witching Wars, this relic can discharge contra- 
empyric pulses that disable psychic manifestations. 


The Wrath Angelis functions as a Vexilla Magnifica, 
but in addition, enemies within 15m suffer a -20 to 
Willpower tests to manifest or sustain Psychic 
Powers. 
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VEHICLE 
RELIQUARIUM 


"Orion wings, begin landing troops. Caladius 
sodalities, stay under Equinox cover. By my King and 
Warlord, these fools think they can take on the Ten 
Thousand!" 


- Shield Captain Tribune, and Ephoroi, 
Anton Tiberius advises his brethren during a mission 


he best vehicles in the Imperium can be said to 
belong to the Legio Custodes. Maintaining numerous 
patterns of anti-grav jetbikes, repulsorlift skimmer 
tanks, agile Dreadnoughts, and tough Land Raiders, 
the Custodes could engage in any ground combat and 
expect to win. Custodians could utilize air support 
with great dropships like the Enyalas-Pattern Orion 
or engage in dogfights with enemy fighters in their 
Equinox Jetfighters. No battlefield was safe from the 
Ten Thousand, and though rare, Custodian armored 
forces were almost impossible to stop. 


A table of Requisition Costs are provided 
for convenience, though this may be overridden by 
the GM if the Shield Captain on station other high- 
ranking figure deems armored support necessary. If a 
vehicle has two listed costs, for example an Orion at 
80/100, the first cost is for use as a non-controlled 
Strategic Asset, and the second is for direct use. If 
there is one cost, then the cost is the same for both 
personal use and as a Strategic Asset. Since these are 
Custodes vehicles, and restricted to Custodes, when 
calculating transport capacity, the listed number is 
the number of Custodes the vehicle may carry. 
Unless explicitly stated, vehicles may only transport 
Custodes in Custodes Armor — Allarus and Aquilon 
Terminators are usually too fatty to ride! 


Custodian Vehicles do not suffer penalties 
to Ballistic Skill tests due to movement. 


Vehicle Req Renown 
Dawneagle Jetbike 30 Respected 
Gyrfalcon Jetbike 30 Respected 
Pallas Grav-Attack 45 Respected 
Caladius Grav-Tank 60 Distinguished 
Coronus Grav-Carrier 50 Respected 


Land Raider (Phobos) 60 Distinguished 
Enyalas-Pattern Orion 80/100 Famed 


Equinox Jetfighter 60 Distinguished 


DAWNEAGLE JETBIKE 

A Dawneagle Jetbike is an extremely fast, extremely 
maneuverable jetbike, able to turn on a throne while 
maintaining supersonic speeds. Phenomenally 
durable, Dawneagle Jetbikes are capable of mounting 
“light” support weaponry to assist troops on the 
ground. Their true strength is in outflanking, to 
provide melee support against rear enemies who 
believed themselves safe. 


Type: Skimmer 

Tactical Speed: 50m 

Cruising Speed: 400 kph 
Maneuverability: +25 

Structural Integrity: 20 

Size: Hulking 

Armour: Front 18, Side 15, Rear 15 
Crew: Pilot 

Carrying Capacity: Personal gear. 


Weapons 
One Driver-operated Hull-Mounted weapon 
(Selected at requisition) 


Hurricane Bolter (100m, -/6/12, 1d10+9X, Pen 4, 
Mag 300, 3 Full, Tearing, Twin-Linked) 

Salvo Launcher (100m, S/-/-, Mag 36, Rld 3 Full) 
-Melta Missile (2d10+15E Pen 24, Damage against 
Vehicles, Structures, and Daemon Engines may be 
rerolled. The second result stands.) 

-Flakkburst Missile (3d10+10X Pen 6, Anti-Air 
(Advanced), Damage against Flyers, Spacecraft, and 
enemies with a Fly speed may be rerolled. The 
second result stands.) 


Special Rules 

Skimmer: This vehicle hovers over the battlefield, 
allowing it to ignore terrain that would otherwise 
hamper movement. If it ever becomes completely 
immobilised due to damage, count the vehicle as 
destroyed instead as it crashes into the ground. 
Armored Carriage: The pilot of a Jetbike increases 
their effective Toughness Bonus by 2 for the purpose 
of damage soak. 

Exposed: Enemies may target the pilot of a Jetbike 
with a Called Shot Attack Action. In addition, when 
an enemy makes a Full Auto Attack Action against a 
Jetbike, every third hit strikes the pilot instead of the 
vehicle itself. 
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GYRFALCON JETBIKE 

A customized grav skimmer half again as large as the 
Dawneagle, the Gyrfalcon Jetbike use heavy plasma 
motors to carry heavy weaponry into battle. As 
opposed to the Dawneagle Jetbike, the Gyrfalcon is 
best used as a ranged screen to blunt heavy attacks, 
and provide anti-vehicle fire support when needed 
due to its weapons’ range and strength. 


Type: Skimmer 

Tactical Speed: 45m 

Cruising Speed: 375 kph 
Maneuverability: +20 

Structural Integrity: 20 

Size: Hulking 

Armour: Front 18, Side 15, Rear 15 
Crew: Pilot 

Carrying Capacity: Personal gear. 


Weapons 
One Driver-operated Hull-Mounted Weapon 
(Selected at requisition) 


Lastrum Bolt Cannon (250m, S/3/6, 2d10+8X, Pen 8, 
Mag 120, 4 Full, Tearing, Heliothermic Detonation) 
Adrathic Devastator (60m, S/2/-, 2d10+9E, Pen 12, 
Mag 20, Rid 4 Full, Instant Death, Armorbane, 
Overheats) 

Twin-Linked Corvae Las-Pulser (300m, S/2/3, 
5d10+10E, Pen 10, Rid 4 Full, Proven (3), Twin- 
Linked) 


Special Rules 

Skimmer: This vehicle hovers over the battlefield, 
allowing it to ignore terrain that would otherwise 
hamper movement. If it ever becomes completely 
immobilised due to damage, count the vehicle as 
destroyed instead as it crashes into the ground. 
Armored Carriage: The pilot of a Jetbike increases 
their effective Toughness Bonus by 2 for the purpose 
of damage soak. 

Exposed: Enemies may target the pilot of a Jetbike 
with a Called Shot Attack Action. In addition, when 
an enemy makes a Full Auto Attack Action against a 
Jetbike, every third hit strikes the pilot instead of the 
vehicle itself. 


PALLAS GRAV-ATTACK SPEEDER 

The Pallas Grav-Attack, despite having an awkward 
name that feels unfinished (Just like the Horus 
Heresy series now that Bligh died OHHH), the Pallas 
Grav-Attack is a maneuverable hunter-killer that 
provides rapid strike capability to ground troopers. 
Equivalent in battlefield role to a Land Speeder, the 
Pallas Grav-Attack relies on its maneuverability to 
evade fire, while using its potent Arachnus Blaze 
cannons to tear open light vehicles and medium 
infantry, delaying enemies until reinforcements could 
arrive. 


Type: Skimmer 

Tactical Speed: 30m 

Cruising Speed: 250 kph 
Maneuverability: +25 

Structural Integrity: 25 

Size: Enormous 

Armour: Front 30, Side 25, Rear 25 
Crew: Pilot 

Carrying Capacity: None. 


Weapons 
One Driver-Operated Hull-Mounted Weapon 
(Selected at requisition) 


Twin-Linked Arachnus Blaze Cannon (Mag 60, Rld 
3 Full) 

-Concentrated Blast (300m, S/-/-, 3d10+10E, Pen 15, 
Exoshock, Twin-Linked, each shot takes 3 rounds) 
-Burst Fire (250m, S/3/6, 2d10+5E, Pen 4, Proven 
(3), Twin-Linked) 

Twin-Linked Adrathic Devastator (60m, S/2/-, 
2d10+9E, Pen 12, Mag 20, Rld 4 Full, Instant Death, 
Armorbane, Overheats, Twin-Linked) 


Exoshock: Roll 1d10 for every hit that inflicts at 
least one point of hull integrity. On a 6+, it causes 
another automatic hit. These extra hits cannot 
generate further hits. 


Special Rules 

Skimmer 

Power of the Machine Spirit 
Reinforced Hull 
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Flare Shield: Enemy ranged attacks against the 
vehicle’s Front facing roll one less damage die for 
damage. Enemy ranged attacks with the Blast or 
Spray rule are reduced by a further damage die. A 
Flare Shield has no effect on attacks made in melee, 
point blank explosives such as melta bombs, Haywire 
attacks, or extremely powerful destroyer weapons. 


Gravy-Backwash: Unless the vehicle has suffered an 
Immobilized result, all Weapon Skill tests to hit the 
vehicle in melee suffer a -20 penalty. 


Enhanced Auramite Alloy: Roll 1d10 each time this 
vehicle suffers a hit that cause damage to Hull 
Integrity. On a 9+, the hit is ignored. 


CALADIUS GRAV TANK 

The Caladius Grav Tank utilizes the heaviest 
firepower available in the Custodes arsenal on a 
highly mobile platform. It contains not only 
technologies and materials from the Dark Age of 
Technology, but developments made over the course 
of the Great Crusade. In role it is similar to the 
Sicaran battle tank of the Legiones Astartes, but its 
weaponry, maneuverability, and defenses far exceed 
its sibling. 


Type: Skimmer 

Tactical Speed: 20m 

Cruising Speed: 100 kph 
Maneuverability: +15 

Structural Integrity: 35 

Size: Massive 

Armour: Front 35, Side 35, Rear 25 
Crew: Pilot, Gunner 

Carrying Capacity: None. 


Weapons 
One Driver-Operated Hull-Mounted Twin-Linked 
Lastrum Bolt Cannon (250m, S/3/6, 2d10+8X, Pen 8, 


Mag 120, Rid 4 Full, Tearing, Heliothermic 
Detonation, Twin-Linked) 


One Gunner-Operated Turret-Mounted Weapon 
(Selected at requisition) 


Twin-Linked Iliastus Accelerator Cannon (400m, 
S/2/4, 3d10+8R, Pen 12, Mag 160, Rld 3 Full, Razor 
Sharp, Rapid Tracking, Heliothermic Detonation, 
Twin-Linked) 

Twin-Linked Arachnus Heavy Blaze Cannon (Mag 
30, Rid 4 Full) 

-Concentrated Blast (500m, S/-/-, 3d10+30E, Pen 15, 
Exoshock, Twin-Linked, each shot takes 3 rounds) 
-Burst Fire (250m, S/4/8, 3d10+10E, Pen 8, Proven 
(3), Twin-Linked) 


Rapid Tracking: This weapon inflicts a penalty to 
enemy Dodge and Jink tests equal to 5x DoS on the 
Ballistic Skill test 


Special Rules 

Skimmer 

Flare Shield 

Power of the Machine Spirit 
Grav-Backwash 

Enhanced Auramite Alloy 
Reinforced Hull 


CORONUS GRAV CARRIER 

When the Custodes needed rapid redeployment on a 
ground-based theater, the Coronus Grav Carrier was 
used. In comparison to the grinding armor of the 
Excertus Imperialis and Legiones Astartes, the Legio 
Custodes possessed the ability to deploy and redeploy 
as needed, never being pinned down by enemy troops 
or terrain. Vehicle frames based on the Coronus 
would go on to fully replace the ancient Jocasta- 
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pattern grav-attack vehicles that survived Unification 
— that is, the Coronus and friends replace the 
Deodorant Tanks of Warhammer 40k 1* Edition. 


Type: Skimmer 

Tactical Speed: 18m 

Cruising Speed: 90 kph 

Maneuverability: +10 

Structural Integrity: 45 

Size: Massive 

Armour: Front 35, Side 30, Rear 25 

Crew: Pilot, Gunner 

Carrying Capacity: Six Custodians in Custodes 
Armor. 


Weapons 

One Driver-Operated Hull-Mounted Twin-Linked 
Lastrum Bolt Cannon (250m, S/3/6, 2d10+8X, Pen 8, 
Mag 120, Rid 4 Full, Tearing, Heliothermic 
Detonation, Twin-Linked) 


One Gunner-Operated Turret-Mounted Twin-Linked 
Arachnus Blaze Cannon (Mag 60, Rld 3 Full) 
-Concentrated Blast (300m, S/-/-, 3d10+10E, Pen 15, 
Exoshock, Twin-Linked each shot takes 3 rounds) 
-Burst Fire (250m, S/3/6, 2d10+5E, Pen 4, Proven 
(3), Twin-Linked) 


Special Rules 

Skimmer 

Flare Shield 

Power of the Machine Spirit 
Grav-Backwash 

Enhanced Auramite Alloy 
Reinforced Hull 


LAND RAIDER PHOBOS 

Your bog-standard Land Raider. The rules for a Land 
Raider Phobos can be found in Rites of Battle p.172. 
When used by the Legio Custodes, the Land Raider 
Phobos gains the Enhanced Auramite Alloy special 
rule. 


The Land Raider Phobos may transport up to five 
Custodians in Custodes Armor or Terminator armor. 


ENYALAS-PATTERN ORION ASSAULT 


DROPSHIP 

A dedicated superheavy assault dropship for the 
Legio Custodes, the Enyalas-Pattern Orion Assault 
Dropship can carry a full task force into battle. Its 
armor is superior to the Thunderhawk Gunship it 
emulates, and its weapons can swiftly clear a landing 
zone, before flying back up to provide fire support. 


You know, it’s been said on the internet that these 
things look a lot like T’au vehicles. And it was also 
written in the T’au codex that the T’au got most of 
their advanced technology by salvaging a long- 
derelict vessel. It is also known that an unknown 
group released a plague amongst the worlds that 
would become the T’au septs that only killed humans 
and human-derivatives, leaving vast swathes of 
Excertus Imperialis equipment around, and protecting 
the worlds for the future. Could a Custodian vessel 
have crashed in what would eventually be called the 
Ultramar Prohibited Zone? Maybe the T’au...nah, 
couldn’t be...could it? 


Type: Spacecraft 

Tactical Speed: 35m/35 AU 

Cruising Speed: 2000 kph 

Maneuverability: +25 

Structural Integrity: 75 

Size: Immense 

Armour: Front 40, Side 35, Rear 30 

Crew: Pilot, Co-Pilot, 4 Gunners 

Carrying Capacity: 12 Custodians in Custodes 
Armor or Terminator Armor. One Contemptor- 
pattern Dreadnought may be transported, counting as 
5 Custodians. 


Weapons 

One Pilot-Operated Hull-Mounted Twin-Linked 
Lastrum Bolt Cannon (250m, S/3/6, 2d10+8X, Pen 8, 
Mag 120, Rld 4 Full, Tearing, Heliothermic 
Detonation, Twin-Linked) 


53 


One Copilot-Operated Hull-Mounted Twin-Linked 
Lastrum Bolt Cannon (250m, S/3/6, 2d10+8X, Pen 8, 
Mag 120, 4 Full, Tearing, Heliothermic Detonation, 
Twin-Linked) 


Two Gunner-Operated Hull-Mounted Arachnus 
Heavy Blaze Cannon (Mag 30, Rld 4 Full) 
-Concentrated Blast (500m, S/-/-, 3d10+30E, Pen 15, 
Exoshock, each shot takes 3 rounds) 

-Burst Fire (250m, S/4/8, 3d10+10E, Pen 8, Proven 
(3)) 


Two Gunner-Operated Wing-Mounted Spiculus 
Heavy Bolt Launchers (300m, S/3/5, 3d10+8X Pen 6, 
Mag 200, Rid 4 Full, Tearing, Razor-Sharp) 


Special Rules 
Spacecraft 
Grav-Backwash 
Enhanced Auramite Alloy 
Reinforced Hull 


Armored Ceramite: Melta Weapons do not benefit 
from the Melta Quality when attacking this vehicle. If 
a Melta Weapon does not have the Melta rule, its 
Penetration is set to 0. 


Macro Arae-Shrike: A Macro Arae-Shrike 
functions as an Arae-Shrike. In addition, enemies 
using Overwatch, prepared Actions, Reaction attacks, 
or Interceptor abilities to attack the Orion Assault 
Dropship must roll 1d10. On a 6+, they attack as 
normal, but on a 1-5, they may not use these actions. 


Eclipse Shield: Similar to the Flare Shield, but 
mixed with Selenite technology, enemy ranged 
attacks against the vehicle’s Front facing roll one less 
damage die for damage. Enemy ranged attacks with 
the Blast or Spray rule are reduced by a further 
damage die. A Flare Shield has no effect on attacks 
made in melee, point blank explosives such as melta 
bombs, Haywire attacks, or extremely powerful 
destroyer weapons. Furthermore, should the Orion 
suffer a hit that inflicts damage to Hull Integrity, then 
until the start of the pilot’s next round, subsequent 
hits suffer a -20 penalty to Ballistic Skill. 


EQUINOX JETFIGHTER 

Where the Orion is a dropship, the Equinox is a 
dedicated jetfighter, able to dogfight and come out on 
top against any foe. Witnessed on Prospero, tearing 
through Thousand Sons Xiphons and Prosperine 
Spireguard air assets, those who faced these 
intimidating fighter craft always recorded hearing the 
shrieking of the Equinox’s engine pods before their 
fighter craft were shorn from the sky. They would 
call this sound the “Angel’s Scream.” 


Type: Spacecraft 

Tactical Speed: 35 AU / 45m 
Cruising Speed: 4,000 kph 
Maneuverability: +35 

Structural Integrity: 45 

Size: Enormous 

Armour: Front 30, Side 30, Rear 25 
Crew: Pilot 

Carrying Capacity: None. 


Weapons 

Pilot-Operated Twin-Linked Corvae Las-Pulser 
(300m, S/2/3, 5d10+10E, Pen 10, Rid 4 Full, Proven 
(3), Twin-Linked) 

Two Pilot-Operated Arachnus Blaze Cannon (Mag 
60, Rld 3 Full) 

-Concentrated Blast (300m, S/-/-, 3d10+10E, Pen 15, 
Exoshock, each shot takes 3 rounds) 

-Burst Fire (250m, S/3/6, 2d10+5E, Pen 4, Proven 
(3)) 


Special Rules 
Spacecraft 

Reinforced Hull 
Enhanced Auramite Alloy 


Ramjet Diffaction Grid: Enemy ranged attacks 
against the vehicle’s Side and Rear facings roll one 
less damage die for damage. Enemy ranged attacks 
with the Blast or Spray rule are reduced by a further 
damage die. For example, a Lascannon shot against a 
Flare Shield would be reduced from 5d10+10 Pen 10 
to 4d10+10 Pen 10. This has no effect on attacks 
made in melee, point blank explosives such as melta 
bombs, Haywire attacks, or extremely powerful 
destroyer weapons such as the Volcano Cannon. 
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DREADNOUGHTS 


The Adeptus Custodes are no strangers to 
Dreadnoughts. To become a dreadnought is to be 
stuck between the living and the dead. Competition, 
however, is somewhat tougher in the Legio Custodes, 
as even the living volunteer to pilot these dread 
machines. The power of the Dreadnoughts available 
to the Custodes makes any sacrifice worth it. 


When a Custodian selects the Dreadnought Moritoi 
Advanced Specialization, he follows all the 
restrictions within that entry. He then selects a 
dreadnought to be interred in. While selecting a 
dreadnought is permanent, he may freely select from 
weapons available to that chassis once interred. 


CONTEMPTOR-EXEMPLAR DREADNOUGHT 
The Contemptor-Exemplar is the “basic” 
dreadnought available to the Legio Custodes. 
Possessing little of the flair of other patterns, the 
Contemptor Exemplar is nonetheless the most 
adaptable of the patterns, and can equip the widest 
variety of weapons. 


A Contemptor-Exemplar Dreadnought follows the 
rules for Dreadnoughts in Rites of Battle, except for 
the following changes. 


A Contemptor Dreadnought’s tactical speed is 10m, 
and Cruise Speed is 15kph. It has 40 Structural 
Integrity, and possesses Front Armor 35, Side Armor 
30, and Rear Armor 20. 


A Contemptor-Exemplar Dreadnought may equip its 
left and right arms with any of the following options. 
Weapon options may be doubled up on (For example, 
two Twin-Linked Corvae Las-Pulser). Dreadnought 
Close Combat weapons have their strength bonus 
already included in the listed damage 


Dreadnought Close Combat Weapon (2d10+24E, Pen 
6, Power Field) 

Twin-Linked Corvae Las-Pulser (300m, S/2/3, 
5d10+10E, Pen 10, Rld 4 Full, Proven (3), Twin- 
Linked) 

Multi-Melta (60m, S/-/-, 2d10+16E, Pen 12, Mag 24, 
Full, Melta, Blast (1)) 

Kheres-Pattern Assault Cannon (150m, -/-/8, 
2d10+12I, Pen 6, Mag 200, Rid 3 Full, Devastating 
(1), Storm, Tearing) 


All Dreadnought Close Combat Weapons must come 
with one of the following options. 


Twin-Linked Lastrum Storm Bolter (100m, S/2/4, 
1d10+9X, Pen 6, Mag 60, Rid 2 Full, Tearing, Storm, 
Heliothermic Detonation, Reliable, Twin-Linked). 
Heavy Flamer (30m, S/-/-, 1d10+12E, Pen 6, Mag 10, 
Rid 2 Full, Flame, Spray) 

Proteus Plasma Projector (30m, S/-/-, 2d10+12E, Pen 
12, Mag 10, Rld 2 Full, Spray, Maximal) 


A Contemptor-Exemplar Dreadnought comes pre- 
equipped with a Searchlight, Smoke Launcher, and 
Refractor Field by default. 


A Contemptor-Exemplar Dreadnought possesses the 
following special rules in addition to those possessed 
by normal Castaferrum Dreadnoughts. 


Enhanced Auramite Alloy 


Atomantic Shielding: The Dreadnought possesses a 
built in PR20 Defensive Field against melee attacks, 
which increases to PR35 against ranged attacks. This 
field does not overload in normal conditions. 
However, if the vehicle is destroyed, the result is 
automatically Explodes, at the maximum range and 
damage. 
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CONTEMPTOR-ACHILLUS DREADNOUGHT 
The Contemptor-Achillus is more advanced than the 
Contemptor-Exemplar, but less adaptable in its roles. 
The Contemptor’s frame is retuned to combine the 
frame’s phenomenal strength and speed with the 
echoes of the Custodian interred within. 


A Contemptor-Achillus Dreadnought follows the 
rules for Contemptor-Exemplar Dreadnoughts above 
(and by extention, the Dreadnought in Rites of 
Battle), except for the following changes. 


A Contemptor-Achillus Dreadnought may equip one 
arm with any of the following options. The other arm 
MUST be a Dreadnought Close Combat weapon. 
Dreadnought Close Combat weapons have their 
strength bonus already included in the listed damage. 


Dreadnought Close Combat Weapon (2d10+24E, Pen 
6, Power Field) 

Achillus Dreadspear (3d10+30R, Pen 12, Master- 
Crafted, Tearing, Impaling) with built-in Corvae Las- 
Pulser (300m, S/2/3, 5d10+10E, Pen 10, Rid 4 Full, 
Proven (3)) 


Impaling: If the bearer successfully executed a 
Charge action, and scored 6 or more degrees of 
Success on the Weapon Skill test, then the weapon’s 
damage increases by an additional 2d10 for that hit. 


All Dreadnought Close Combat Weapons must come 
with one of the following options. 


Twin-Linked Lastrum Storm Bolter (100m, S/2/4, 
1d10+9X, Pen 6, Mag 60, Rid 2 Full, Tearing, Storm, 
Heliothermic Detonation, Reliable, Twin-Linked). 
Twin-Linked Adrathic Destructor (30m, S/-/-, 
2d10+3E, Pen 12, Mag 8, Rid Full, Twin-Linked, 


Instant Death, Armorbane, Overheats) 
Infernus Incinerator (30m, S/-/-, 2d10+12E, Pen 6, 
Mag 10, 2 Full, Flame, Ignores Cover) 


CONTEMPTOR-GALATUS DREADNOUGHT 
The Contemptor-Galatus is an offshoot of the 
Contemptor-Achillus. While the latter is a reflection 
of the Custodian Guard interred within, the former 
usually hosts a fallen Sentinel Guard, who continues 
to defend, long after death. 


A Contemptor-Galatus Dreadnought follows the rules 
for Contemptor-Exemplar Dreadnoughts above (and 
by extention, the Dreadnought in Rites of Battle), 
except for the following changes. 


A Contemptor Galatus may only equip the Galatus 
Warblade and the Dreadnought Praesidium Shield. 


Galatus Warblade (2d10+30 E, Pen 12, Power Field, 
Tearing, Razor Sharp) with built-in Twin-Linked 
Infernus Incinerator (30m, S/-/-, 2d10+12E, Pen 6, 
Mag 10, 2 Full, Flame, Ignores Cover, Twin- 
Linked*) 


*In the case of the Twin-Linked Infernus Incinerator, 
the damage may be rerolled. The second result 
stands. 


Dreadnought Praesidium Shield (1d10+30I, Pen 0, 
Power Field, Defensive) 


The Dreadnought Praesidium Shield grants 5 armor 
to the Dreadnought’s Front Arc and failed Defensive 
Field rolls may be rerolled. 
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TELEMON HEAVY DREADNOUGHT 
BEHOLD, FOR YOU HAVE BECOME HUGE. 


Fewer than a handful of Telemon Dreadnoughts exist 
in the ranks of the Legio Custodes, intended to stand 
sentinel despite world-destroying power. Each is one 
of the greatest engines of war available to the Legio 
Custodes. Each possesses a plate of armor hand- 
crafted by the Emperor himself, and these are 
awarded only to the greatest of candidates. 


A Telemon Heavy Dreadnought follows the rules for 
Dreadnoughts in Rites of Battle, except for the 
following changes. 


A Telemon Heavy Dreadnought’s tactical speed is 
6m, and Cruise Speed is 8kph. It has 50 Structural 
Integrity, and possesses Front Armor 35, Side Armor 
35, and Rear Armor 30. A Telemon Heavy 
Dreadnought possesses a Strength Characteristic of 
80, with Unnatural Strength x2. 


A Telemon Heavy Dreadnought may equip its left 
and right arms with any of the following options. 
Weapon options may be doubled up on (For example, 
two Arachnus Storm Cannons). Telemon Caestus 
weapons have their strength bonus already included 
in the listed damage. 


Telemon Caestus (3d10+27E, Pen 12, Power Field, 
Tearing, Razor Sharp, Murderous Strike) with 
Proteus Plasma Projector (30m, S/-/-, 2d10+12E, Pen 
12, Mag 10, Rld 2 Full, Spray, Maximal) 

Arachnus Storm Cannon (Mag 60, Rld 3 Full) 


-Concentrated Blast (300m, S/2/-, 5d10+10E, Pen 15, 
Exoshock, each shot takes 3 rounds) 

-Burst Fire (250m, S/5/10, 3d10+8E, Pen 8, Proven 
(3) 

Tliastus Accelerator Culverin (300m, S/4/8, 3d10+8R, 
Pen 12, Mag 160, Rld 4 Full, Razor Sharp, 
Heliothermic Detonation) 


A Telemon mounts in its torso one Spiculus Bolt 
Launcher (300m, S/4/8, 1d10+12X, Pen 6, Mag 160, 
Rid 3 Full, Tearing, Razor Sharp, Volley Fire). 


Volley Fire: If the Telemon does not perform a move 
action during his round, he may fire the weapon 
twice as part of ranged attack. 


Annoying Fucking Reference: Every time I see the 
damn Spiculus weapons, I think of that spider from 

Kingdom Death, the Spidicules. This quality has no 

other effect — I just needed to vent. 


A Telemon Heavy Dreadnought comes pre-equipped 
with a Searchlight and Smoke Launcher by default. 


A Telemon Heavy Dreadnought possesses the 
following special rules in addition to those possessed 
by normal Castaferrum Dreadnoughts. 


Enhanced Auramite Alloy 
Armored Ceramite 


Multi-Layer Refractor Field: The Telemon 
possesses a PRSO defensive field, increasing to PR60 
against weapons with the Spray or Blast quality. 
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CHAPTER J]: 
PRITMARIS JNDOMITUS 


"The Time of the Manlets is over. Begun, the 
Indomitus Crusade has.” 


-Primarch Roboute Guilliman, probably. 


ver the past ten thousand years, the Adeptus Astartes, 
the Space Marines, have served the Imperium 
faithfully and loyally. Separated into chapters by the 
Primarch of the Ultramarines, Roboute Guilliman, so 
as to never pose a combined arms threat to the 
Imperium again, the Space Marine chapters have 
fought an eternal struggle to keep the Imperium in 
one piece, as its shock troops, ever supporting the 
normal humans that make up the uncountable hordes 
of Humanity. But Roboute Guilliman had doubts. He 
approached a Magos named Belisarius Cawl to 
improve the Space Marines towards the end of the 
Horus Heresy. They were not to be revealed until 
Roboute Guilliman gave the order. Then the 
Primarch suffered critical existence failure. 


But Cawl kept working. 


When the Primarch Roboute Guilliman was 
resurrected by the Ynnari and Magos Cawl, he gave 
the order once more to release the Primaris Marines. 
Even Guilliman, however, was shocked — rather than 
a squad or a company, as he expected, Caw] had 
produced him entire Legions. Thus would the 
Indomitus Crusade to push back Chaos begin. After 
112 years of war, this crusade would eventually end, 
with the nine-legion sized Unnumbered Sons split 
into the Ultima Founding Primaris Chapters, but the 


power of the new Primaris Marines was inarguable. 
gene-seed deficiencies long plaguing the lines were 
repaired, and the combat abilities of the Primaris 
were leagues beyond what the Space Marines were 
capable of. Many believe that the eventual role of the 
Primaris Marines is to replace the standard Manlet 
Marine, despite the word of the Primarch himself that 
this is not the case. Detractors, however, point to the 
re-establishment of the Tetrarchs of Ultramar, the 
five hundred worlds being led by four Primaris 
Marines of Guilliman’s choosing, as well as the 
editing of the Codex Astartes, according to the 
Primarch’s new beliefs that sundering the Legions 
may have been a mistake. 


Every chapter has received a gift of Primaris 
Marines and the knowledge of how to produce more. 
Those who refused would be CUSTODE’d, and 
erased from all rolls of honor. While many chapters 
embraced their new recruits, many sought to 
marginalize them as best they could without being 
CUSTODE’d. This would mean not only limited 
battlefield experience, but often shunting of said 
recruits to the Deathwatch. The alien-hunting 
organization was concerned over these untested 
recruits at first, but when the Primarch Guilliman 
learned of the organization (as the Deathwatch did 
not exist in his time, having been formed during the 
War of the Beast in M32), he tithed a number of 
Primaris to them immediately, and all Primaris 
Chapters of the Ultima Founding. 


Primaris are now a common sight across the 
Imperium of M42, and as more and more gain 
veterancy, they continue to prove themselves superior 
to their predecessors. Perhaps the future does belong 
to the Primaris Marines, the traditions and patterns of 
the current chapters fading away. Only time will tell. 
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CREATING YOUR 
PRITMARIS [[[ARINE 


"Look at this. The way the new guys are organized. 
Specialized squads. No mixed weapons within 
squads. Overwhelming application of force. This is 
not codex organization — this is a Legion. 


, 


I think we’re gonna get along just fine...’ 


-Chapter Master Johnson of the Black 
Panthers reviews the new Primaris Organization. 


he Primaris Marines are in most ways superior to 
their lesser brethren. They possess three new organs 
and are tougher and more capable in close combat 
than their manlet brethren. Nonetheless, they are still 
Space Marines as a base, and it is from there that we 
will work. A Primaris Marine, despite having innate 
superiority, will still be affected by his chapter, and 
maybe even other factors — Belisarius Caw] is known 
to be quite cheeky, after all, and there’s no guarantee 
he’s told the full truth of the Primaris Marines to 
anyone yet... 


Creating a Primaris Marine is simple and fun! 


1. Generate your characteristics using 
whatever method the GM deems 
necessary. A Primaris Marine generates 
characteristics according to the following 
table if rolling, or uses the base value when 
assigning via point buy. 


Characteristic Value 


Strength, Toughness 40+2d10 


Weapon Skill, Ballistic Skill, 304+2d10 
Agility, Perception, 
Intelligence, Willpower, 
Fellowship 


A Primaris Marine will possess the Skills, 
Talents, and Traits listed on page 36 of the 
Deathwatch Core Rulebook. 

A Primaris Marine seconded to the 
Deathwatch gains the Deathwatch Training 
talent and the Forbidden Lore (Xenos) skill. 
A Primaris Marine possesses the full range 


PRAISE BE TO CAWL 


Once more, in the same way as we did the Custodes, we 
must carefully port the new Primaris Marines over to 
Deathwatch. While Primaris Space Marines possess the 
same Weapon Skill, Ballistic Skill, Strength, Toughness, 
and Leadership as their brethren, Primaris possess 2 
wounds, and more attacks. Using Deathwatch’s equations, 
that’s almost 40 wounds on a basic dude if you take a 
straight conversion. We need to continue to watch for stat 
inflation, though to a lesser extent than Custodian Guard. 


Luckily, however, there is little that needs to be done with 
stat adjustments, as we can apply these changes directly to 
the three new Primaris Organs and control the Primaris 
Marine’s abilities through the organs rather than separate 
stat boosts. For example, based on the description of the 
Belisarian Furnace, we can assume that the Primaris 
Marine is not so beef castle as to possess slabs of wounds, 
but when he takes a normally life-threatening wound, his 
regeneration heals him to full, to the point he has a second 
effective wound on tabletop, and double the effective 
wounds in the RPG. Magnificent! 


of Space Marine implants listed on page 36 
of the Deathwatch Core Book. In addition 
to the standard implants, he also possesses 
three new organs, known as the Primaris 
Organs, which are listed in the sidebar on 
the next page. 


2. Select your Chapter. This will heavily 
influence your character, granting them 
further characteristics, skills, combat 
abilities, Solo Modes, and Squad Modes. 


Note that all chapters may have successors 
now — Space Wolves, for example, are no 
longer forbidden from having successors. In 
addition, all Chapters have had their gene- 
seed fixed by Cawl, and no longer suffer 
gene-seed degeneration — for example, the 
Imperial Fists and successors regain the use 
of their Betcher’s Gland and Sus-an 
Membrane, and the Blood Angels and 
Successors no longer suffer from the Black 
Rage...for now. Thanks, Fix-It-All-Cawl! 


There are rumors, however, that Cawl has 
been experimenting with traitor gene-seed. 
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As a result, if your GM has approved 
making a Primaris based on the Traitor 
Legions gene-seed, feel free to take a look at 
the book The Good, The Bad, and the 
Alpha Legion, and take the necessary traits 
from there. You MIGHT want to pick a 
loyalist chapter to hide under, like the 
Primaris Sons of the Phoenix Chapter do 
with the Imperial Fists... 


Select your Specialty. This will define what 
your character does. A Primaris Marine may 
start as one of five Specializations — the 
Intercessor, the Hellblaster, the Inceptor, the 
Reiver, and the Aggressor. These are 
detailed in their own sections, and advanced 
specialties may be available. 


Generate your Movement, Wounds, Fate, 
and Experience points as normal. 
Determine a Primaris Marine’s starting 
wounds by rolling 1d5 and adding 20 to the 
result. 


There are no other changes from 
Deathwatch Core here. 


Note your Starting Equipment. Remember 
to note down your equipment from your 
specialty. If your game is NOT a 
Deathwatch game, then remove all instances 
of special-issue ammunition from each 
specialization. 


Handle the Small Details. Consider what 
your Primaris Marine looks like, their 
demeanor, what kinds of battles they fought 
in. 


Play the game. Finally! For the Emperor! 


PRIMARIS MARINE ORGANS 


The three new Primaris Organs are listed below. Apply 
their bonuses to your character. 


SINEW COILS 


A Primaris Space Marine’s muscle and sinews are 
reinforced with metallic coil-cables that can contract with 
incredible force, magnifying his strength and striking a 
second blow for every attack traded. 


Effect: The Primaris Marine may perform one additional 
attack in melee combat, stacking with talents that grant 
additional attacks. For example, a Legionary with Swift 
Attack may perform three attacks rather than two, or four 
instead of three if dual wielding melee weapons. 


MAGNIFICAT (AMPLIFIER) 


Drawing upon his work as the inventor of the Black 
Carapace, Belisarius Cawl found half of the plans to create 
the Immortis Gland, the organ that made the Primarchs 
near-invincible. This, however, is the dextrophic lobe, the 
right half, as the left half, the sintarius, was wholly 
eradicated. This thumbnail-sized lobe in the brain’s core 
secretes hormones that increase the body’s growth 
functions while also intensifying its advanced systems, 
specifically boosting the Biscopea and Ossmodula, the 
source of the Marine’s unnatural strength and toughness. 
Yes, each Primaris is part Primarch. 


Effect: The Primaris Marine improves their Strength and 
Toughness Characteristics by 10. This is already taken 
care of for you during Characteristic Generation. The 
Primaris is also noticeably taller than lesser manlet 
marines. Be proud. 


BELISARIAN FURNACE (REVITALIZER) 


A dormant organ that links both hearts and exerts self- 
produced chemicals into the warrior’s bloodstream when 
under stress or suffering trauma, allowing for rapid 
regrowth of tissue, bone, and muscle, before falling 
dormant for some time. 


Effect: When a Primaris Marine is reduced to critical 
damage for the first time during a mission, his Revitalizer 
kicks in, granting him the Regeneration (Unmodified 
Toughness Bonus) quality for a number of rounds equal to 
his unmodified Toughness Bonus. No test is required for 
this Regeneration, and wounds regenerated by this organ 
are considered to have healed naturally. At the conclusion 
of the effect, the organ goes dormant for the remainder of 
the mission and does not become available again until a 
new deployment. 


ADVANCES AND 
SPECIALTIES 


“You know, given how the Executor is ALL about the 
good old days and the Solar Auxilia and the Legions 
and the Great Crusade, I wonder how he really feels 
about all the Primaris popping about. They’re like 
the Legions of old. He must feel like he’s come 
home...” 


- Lady Karina, Squat Warlord, muses on the 
Primaris Marines of the Black Panthers 


he Primaris Space Marines, when first taking to the 
battlefield, were unable to be properly slotted into 
conventional Codex Astartes battle formations. Their 
advanced weaponry and enhanced skills meant that 
new battle doctrines needed to be formed. As many 
of the initial recruits were in fact drawn from the 
population of M31 and put into stasis, meaning there 
are tens of thousands who remember the Great 
Crusade with perfect clarity, it was decided to mirror 
the ancient formations of the Principia Belicosa, 
organizing Primaris Marines into long-disregarded 
formations — sometimes it’s best to teach a new dog 
an old trick. 


During the Great Crusade, Legionaries were 
organized into line troopers, and specialists organized 
by squad type. Rather than the jack of all trade 
tactical squads and mixed heavy weapon squads of 
the modern day, the Primaris Marines are separated 
into identically armed squads, like the Legions of old, 
supporting each other, each squad a fulfilling a 
specific role. While this can leave some squads 


unable to engage certain targets effectively, it also 
allows for greater organization and standardization 
on the battlefield. In the Deathwatch, this is 
somewhat modified by the Fortis-pattern Kill Team, 
which places multiple types of Primaris Marine 
together, each granting all others the benefits of their 
abilities. 


The Intercessor is a modification of the 
Tactical Legionary, a basic line trooper who 
advances fearlessly into battle with bolt rifle in hand 
to engage enemy infantry at range. Hellblasters, in 
comparison, are armed with Plasma Incinerators, and 
provide necessary anti-vehicle and heavy target 
engagement support for other squads, a modern take 
on the Heavy Support Legionaries of old. Inceptors 
are brash, dropping from orbit into battle and skating 
around the battlefield on heavy jump packs and 
offering accurate and mobile point-clearance with 
their Assault Bolters, they harken back to the Assault 
Legionaries of old while retaining a preference for 
ranged combat. Reivers take the place of Recon 
Legionaries of old and modern-day scouts, acting as 
infiltration specialists with a strange penchant for 
rear-line destruction, intimidation, and melee combat. 
Finally, Aggressors are armed with heavy armor and 
heavy close-range weapons, such as flamestorm 
gauntlets and fragstorm grenade launchers, in a clear 
callback to the Terminator formations both old and 
new. 


With the spread of the Great Rift, the 
Primaris Marines are one of the best weapons the 
Imperium has available to engage the forces of Chaos 
and resurgent xenos empires across the galaxy, and it 
will take the tactics of old with technology of the new 
to put the Imperium on a resurgent path. 
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P 


PRITMARIS 
INTERCESSOR 


rimaris Intercessors are the new backbone of the 
Adeptus Astartes. They are Battleline troopers, more 
alike to the twenty-man tactical legionaries of old 
than the tactical squads of the modern day. They do 
not possess heavy or special weapons, but are 
standardized with advanced Bolt Rifles, a superior 
version of the bolter used by lesser Astartes. They are 
trained in overlapping salvos of fire, targeting enemy 
infantry while leaving other targets for more 
specialized squads. 


Primaris Intercessors have found use in 
many chapters. More direct chapters have found them 
excellent for generalized tasks such as holding lines 
of battle, while other chapters use them in more 
defensive roles — the Raven Guard, for example, use 
them to guard dropsites, while the Imperial Fists use 
them as counter-breachers. In codex-compliant 
chapters, utilizing Primaris Intercessors alongside 
their Tactical brethren has proven a devastating 
combination. 


In the Deathwatch, the Primaris Intercessors 
form the backbone of the Fortis Kill Team, an all- 
Primaris formation that utilizes the abilities of all 
Primaris specializations within. No matter which foe, 
the Primaris Intercessors are stalwart support troopers 
who are capable of all sorts of tasks and can stand in 
for any specialist in a lesser extent until additional 
reinforcements arrive to relieve them. 


STARTING EQUIPMENT 

The Primaris Intercessor gains one suit of Mk. X 
Tacticus Armor, one Astartes Bolt Rifle, one Astartes 
Bolt Pistol, 3 Frag Grenades, 3 Krak Grenades, and 
one magazine of Special Issue Ammunition from the 
following list — Dragonfire Rounds, Hellfire Rounds, 
Kraken Rounds, Vengeance Rounds. 


STARTING SKILLS 
The Primaris Intercessor begins with Command as a 
Trained Advanced Skill. 


SPECIAL ABILITY 


Echo of the Legion: As a Full Action, the Primaris 
Intercessor may perform the Semi-Auto Burst or 
Full-Auto Burst Action with any Pistol or Basic Bolt- 
class weapon twice. These count as separate attacks 
and suffer a - 20 penalty to Ballistic Skill rather than 
the normal bonuses. If this action is taken, the 
Primaris Intercessor may not perform any kind of 
ranged attack action the following round, though he 
may move, attack in melee combat, run, etc. If the 
Primaris Intercessor is dual wielding weapons, he 
must select one weapon to use with this ability — he 
may not fire the other weapon. At Rank 3, the test is 
performed without penalty or bonus. At Rank 6, the 
Primaris Intercessor benefits from the normal bonus 
to Ballistic Skill the Semi-Auto or Full Auto Bust 
action grants. 


OATH-TAKING 

A Primaris Intercessor Marine selected as Squad 
Leader may take the Oath of the Astartes, Oath to the 
Emperor, Oath of Glory, or Oath of Loyalty. In place 
of taking an Oath, however, the Primaris Intercessor 
may instead declare a Mission Tactic of their choice. 
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PRIMIARIS INTERCESSOR CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 500 1000 1500 2000 
Ballistic Skill 200 500 1000 1500 
Strength 500 1000 1500 2000 
Toughness 750 1500 2000 5000 
Agility 500 1000 1500 2000 
Intelligence 750 1500 2000 5000 
Perception 200 500 1000 1500 
Willpower 500 1000 1500 2000 
Fellowship 200 500 1000 1500 


RANK 1 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost Type Prerequisites 
Air of Authority 500 Talent Fel 30 
Astartes Weapon Specialization 1000 Talent 

Rapid Reload 200 Talent 

Storm of Fire 800 Talent BS 40 


RANK 2 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost Type Prerequisites 
Charm 200 Skill 

Scrutiny 200 Skill 

Tactics (Choose One) 200 Skill 

Combat Sense 500 Talent Per 40 

Hip Shooting 500 Talent BS 40, Ag 40 
Mighty Shot 500 Talent BS 40 
Vigilant 500 Talent Per 35 


RANK 3 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost Type Prerequisites 
Command +10 400 Skill Command 

Combat Formation 600 Talent Int 40 

Iron Discipline 600 Talent WP 30, Command 
Marksman 500 Talent BS 35 

Cogitator Scan 800 Talent BS40, Per 40, Vigilant 


RANK 4 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost Type Prerequisites 

Charm +10 400 Skill Charm 

Scrutiny +10 400 Skill Scrutiny 

Tactics (Choose One) +10 400 Skill Tactics (Choose One) 
Deadeye Shot 500 Talent BS 30 

Storm of Iron 800 Talent 

Target Selection 800 Talent BS 50 
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RANK 5 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost 
Command +20 600 

Bolter Drill 1000 
Call to Vengeance 1000 
Sound Constitution 1000 
Unbowed and Unbroken 800 

Tactical Flexibility 1000 


Type 
Skill 
Talent 
Talent 
Talent 
Talent 
Talent 


RANK 6 PRIMIARIS INTERCESSOR ADVANCES 


Prerequisites 
Command +10 


Fel 40 


Fel 40 
Fel 45, Command +20 


Advance Cost Type Prerequisites 
Scrutiny +20 600 Skill Scrutiny +10 

Charm +20 600 Skill Charm +10 

Tactics (Choose One) +20 400 Skill Tactics (Choose One) +10 
Into the Jaws of Hell 600 Talent Tron Discipline 
Master Orator 600 Talent Fel 30 

Swift Attack 500 Talent WS 35 

RANK 7 PRIMARIS INTERCESSOR ADVANCES 

Advance Cost Type Prerequisites 

Hard Target 800 Talent Ag 40 

Independent Targeting 800 Talent BS 40 

Sharpshooter 600 Talent BS 40, Deadeye Shot 
Masterful Marksmanship 1000 Talent BS 50, Marksman 


RANK 8 PRIMIARIS INTERCESSOR ADVANCES 


Advance Cost Type Prerequisites 
Eye of Vengeance 1000 Talent BS 50 
Stalwart Defense 1000 Talent 


Foresight 500 Talent Int 30 
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PRITMIARIS 
JJELLBLASTER 


he order of the day is Plasma when Primaris 
Hellblasters have taken the field. Harkening back to 
the good old days of the Great Crusade, when Heavy 
Weapon Legionaries marched into battle with 
identical heavy weapons, the Primaris Hellblasters 
are the finest marksmen of a chapter, and are tasked 
with fire support at range, assigned to reduce both 
enemy infantry and enemy vehicles to slag under a 
superheated barrage of plasma. Using Plasma 
Incinerators, which combine stopping power with 
mobility, the Hellblaster is capable of holding ground 
just as well as leading the attack. If the need is great, 
the Hellblaster can overload his weapon, a mighty 
killing burst that has a chance of turning the Primaris 
into the Imperium’s newest martyr. They don’t mind, 
though. 


While capable of being used in standard 
units, the Deathwatch has begun to incorporate 
Hellblasters as part of Fortis Kill Teams, where they 
act as protectors, picking off enemies that would 
threaten the rest of the team. Various Watch 
Fortresses have been experimenting with optimal 
ratios, but all are in agreement that Primaris 
Hellblasters, despite their somewhat silly name, are a 
valued and respected addition to any kill team or 
detachment. 


“PLASMA~!” 


- 


PLASMA! 


STARTING EQUIPMENT 

The Primaris Hellblaster gains one suit of Mk. X 
Tacticus Armor, one Astartes Plasma Incinerator, one 
Astartes Bolt Pistol, 3 Frag Grenades, 3 Krak 
Grenades, and one magazine of Special Issue 
Ammunition from the following list — Dragonfire 
Rounds, Hellfire Rounds, Kraken Rounds, 
Vengeance Rounds. 


STARTING SKILLS 
The Primaris Hellblaster begins with Tech Use as a 
Trained Advanced Skill. 


SPECIAL ABILITY 


Incinerator Protocols: When engaging enemies of 
size (Hulking) or larger using ranged Plasma 
weapons, the Primaris Hellblaster gains a bonus to 
damage equal to the tens place of the size bonus to 
Ballistic Skill. For example, engaging an enemy that 
is Enormous, and grants a +20 bonus to Ballistic Skill 
tests, would also grant a +2 bonus to damage. At 
Rank 3, the Primaris Hellblaster’s ranged Plasma 
weapons gain the Felling (1) Quality. At Rank 6, the 
Primaris Hellblaster adds the tens place of the 
enemy’s size bonus to the Blast quality his ranged 
Plasma weapon possesses, if it possesses one. 


OATH-TAKING 

A Primaris Hellblaster Marine selected as Squad 
Leader may take the Oath of the Astartes or Oath of 
the Weapon. In place of taking an Oath, however, the 
Primaris Hellblaster may instead declare a Mission 
Tactic of their choice. 
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PRIMIARIS FJELLBLASTER CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 750 1500 2000 5000 
Ballistic Skill 200 500 1000 1500 
Strength 750 1500 2000 5000 
Toughness 500 1000 1500 2000 
Agility 500 1000 1500 2000 
Intelligence 200 500 1000 1500 
Perception 200 500 1000 1500 
Willpower 500 1000 1500 2000 
Fellowship 750 1500 2000 5000 
RANK 1 PRIMARIS FIELLBLASTER ADVANCES 
Advance Cost Type Prerequisites 
Evaluate 200 Skill 
Rapid Reload 200 Talent 
Mighty Shot 500 Talent BS 40 
Tank Hunter 500 Talent BS 40 
RANK 2 PRIMIARIS FIELLBLASTER ADVANCES 
Advance Cost Type Prerequisites 
Evaluate +10 400 Skill Evaluate 
Tech Use +10 400 Skill Tech Use 
Crack Shot 500 Talent BS 40 
Deadeye Shot 500 Talent BS 30 

_Plasma Weapon Expertise 800 Talent BS4Q 
RANK 3 PRITMARIS FJELLBLASTER ADVANCES 
Advance Cost Type Prerequisites 
Die Hard 500 Talent WP 40 
Tron Jaw 500 Talent T 40 
Target Selection 500 Talent BS 50 
Weapon Tech 800 Talent Int 40, Tech Use +10 
Righteous Blow 800 Talent BS 45 
RANK 4 PRIMARIS FJELLBLASTER ADVANCES 
Advance Cost Type Prerequisites 
Evaluate +20 600 Skill Evaluate +10 
Tech Use +20 600 Skill Tech Use +10 
Marksman 500 Talent BS 30 
Astartes Weapon Specialization 800 Talent 
Sound Constitution 1000 Talent 
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RANK 5 PRIMIARIS FJELLBLASTER ADVANCES 


Advance Cost Type 
Demolition 200 Skill 
Hardy 600 Talent 
Last Man Standing 500 Talent 
Sharpshooter 600 Talent 
Plasma Weapon Mastery 1000 Talent 


RANK 6 PRIMIARIS FJELLBLASTER ADVANCES 


Advance Cost Type 
Logic 200 Skill 
Hard Target 600 Talent 
Rapid Reaction 500 Talent 
Sound Constitution 1000 Talent 


RANK 7 PRIMIARIS FJELLBLASTER ADVANCES 


Advance Cost Type 
Demolition +10 400 Skill 
Logic +10 400 Skill 
Eye of Vengeance 1000 Talent 
Death Serves the Righteous 1000 Talent 


RANK 8 PRIMARIS FJELLBLASTER ADVANCES 


Advance Cost Type 
Demolition +20 600 Skill 
Logic +20 600 Skill 
Stalwart Defense 1000 Talent 
Swift Attack 1000 Talent 


Prerequisites 


T 40 
Nerves of Steel 
BS 40, Deadeye Shot 


Prerequisites 


Ag 40 


Prerequisites 
Demolition 
Logic 


BS50, Deadeye Shot, Sharpshooter 


Prerequisites 
Demolition +10 
Logic +10 


WS 35 
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PRIMARIS RETVER 


K onrad Curze was laughing. 


Primaris Reivers are “terror troops” of the 
Primaris lineup, using stealth and secrecy to complete 
their missions. Theirs is the domain of unexpected 
assault and melee combat. Attacking from an unseen 
angle, Primaris Reivers attack following the 
confusion of their shock grenades, their armor 
producing a battering cacophony of sound drawn 
from the brutal destruction of other enemies to induce 
a terror in the enemy, flayed corpses left in the skull- 
masked marines’ wake. 


Primaris Reivers are equipped with plenty of 
specialty gear to assist them in their bloody work. 
They can silently deploy from waiting dropship using 
their grav-chutes, and use combat grapnels to zip to 
ambush elevations. Their weapons are short ranged, 
pistols and enhanced combat knives to fight in the 
swirl of melee combat, designed to set off a chain of 
panic in enemy ranks in as bloody a way as possible. 


Chapters that incorporate Primaris Reivers 
do so as vanguard attackers that use other forces as 
distractions. Sometimes, however, the ambush 
troopers are used to clean up stragglers and retreating 
enemies from the main assault. In the Deathwatch, 
Fortis Kill Teams utilize Reivers to guide their battle 
brothers in the ways of scouting and stealth, the 
hunting of high-priority targets, and the ability to win 
a battle before the opening salvo has even been fired. 


STARTING EQUIPMENT 

The Primaris Reiver gains one suit of Mk. X Phobos 
Armor, one Astartes Bolt Carbine, one Astartes 
Heavy Bolt Pistol, one Astartes Disruptor Knife, 3 
Frag Grenades, 3 Krak Grenades, 3 Stun Grenades, 
one Astartes Grav Chute, one Astartes Grapnel, and 
one magazine of Special Issue Ammunition from the 
following list — Dragonfire Rounds, Hellfire Rounds, 
Kraken Rounds, Vengeance Rounds. 


STARTING SKILLS 
The Primaris Reiver begins with Concealment and 
Silent Move as Trained Advanced Skills. 


SPECIAL ABILITY 


Terror Trooper: Enemies within 10m of the 
Primaris Reiver suffer a -10 penalty to all Willpower 
and Fellowship tests. At Rank 3, the Primaris Reiver 
gains the Fear (1) Trait, or increases his Fear Rating 
by 1, for every enemy slain, or ten points of 
magnitude damage inflicted to hordes, to a maximum 
of Fear (4). At Rank 6, the Primaris Reiver’s melee 
attacks performed during Surprise attacks gain the 
Crippling (X) quality, where X is the Primaris 
Reiver’s Weapon Skill bonus. 


OATH-TAKING 

A Primaris Reiver Marine selected as Squad Leader 
may take the Oath of the Astartes, Oath of 
Knowledge, or Oath of Loyalty. In place of taking an 
Oath, however, the Primaris Reiver may instead 
declare a Mission Tactic of their choice. 
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PRIMIARIS REIVER CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 200 500 1000 1500 
Ballistic Skill 500 1000 1500 2000 
Strength 200 500 1000 1500 
Toughness 750 1500 2000 5000 
Agility 200 500 1000 1500 
Intelligence 750 1500 2000 5000 
Perception 500 1000 1500 2000 
Willpower 500 1000 1500 2000 
Fellowship 750 1500 2000 5000 


RANK 1 PRIMARIS REIVER ADVANCES 


Advance Cost Type Prerequisites 
Intimidate 200 Skill 

Survival 200 Skill 

Tracking 200 Skill 

Catfall 500 Talent Ag 30 

Swift Attack 500 Talent WS 35 
Ambush 500 Talent Concealment 


RANK 2 PRIMARIS REIVER ADVANCES 


Advance Cost Type Prerequisites 
Concealment +10 400 Skill Concealment 

Silent Move +10 400 Skill Silent Move 

Security 200 Skill 

Shadowing 200 Skill 

Two Weapon Wielder (Ranged) 500 Talent BS 35, Ag 35 

Two Weapon Wielder (Melee) 500 Talent WS 35, Ag 35 

Crushing Blow 600 Talent S 40 

Sudden Attack 800 Talent BS40, Concealment +10 


RANK 3 PRIMARIS REIVER ADVANCES 


Advance Cost Type Prerequisites 
Security +10 400 Skill Security 
Shadowing +10 400 Skill Shadowing 
Intimidate +10 400 Skill Intimidate 
Lightning Attack 600 Talent Swift Attack 
Wave Amplifier 800 Talent Int 30, Intimidate 


RANK 4 PRIMARIS REIVER ADVANCES 


Advance Cost Type Prerequisites 
Concealment +20 600 Skill Concealment +10 
Silent Move +20 600 Skill Silent Move +10 
Intimidate +20 600 Skill Intimidate +10 
Lightning Reflexes 500 Talent 


Sidearm 800 Talent WS40, BS40, TWW (Melee, Ranged) 


RANK 5 PRIMARIS REIVER ADVANCES 


Advance 
Security +20 
Shadowing +20 
Survival +10 
Tracking +10 
Berserk Charge 
Sure Strike 
King of Terrors 
Fear (1) 


Cost 
600 
600 
400 
400 
700 
500 
1000 
1000 


RANK 6 PRIMIARIS REIVER ADVANCES 


Advance 
Survival +20 
Tracking +20 
Precise Blow 
Blademaster 
Wall of Steel 


Cost 
600 
600 
700 
800 
700 


RANK 7 PRIMARIS REIVER ADVANCES 


Advance 
Crippling Strike 
Counter-Attack 
Hammer Blow 
From the Shadows 


Cost 
400 
400 
1000 
1000 


RANK 8 PRIMARIS REIVER ADVANCES 


Advance 

Combat Master 
Hard Target 
Preternatural Speed 
Whirlwind of Death 


Cost 


Type 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 
Trait 


Type 
Skill 
Skill 
Talent 
Talent 
Talent 


Type 

Talent 
Talent 
Talent 
Talent 


Type 

Talent 
Talent 
Talent 
Talent 


Prerequisites 
Security +10 
Shadowing +10 
Survival 
Tracking 


WS 30 
WP 40, Intimidate +20 


Prerequisites 
Survival +10 
Tracking +10 

WS 40, Sure Strike 
WS 30 

Ag 35 


Prerequisites 
WS 50 
WS 40 


Ag 40, Concealment +20 


Prerequisites 
WS 30 
Ag 40 
WS40, Ag 50 
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PRITIARIS [NCEPTOR 


T he Virgin Manlet Marine must ride a drop pod to the 


battlefield. The Chad Primaris Inceptor leaps out of 
his voidship and survives the trip through atmosphere 
on his own. 


Primaris Inceptors are the swiftest of the 
Primaris Marines, fulfilling the role of spearhead 
troops. Their reinforced Mk X Gravis Armor are 
capable of surviving the heat of atmospheric re-entry, 
allowing the Inceptor to essentially mask themselves 
as stray warheads or orbital debris. Falling to the 
enemy like missiles, the Inceptor disrupts his enemies 
with ground-breaking force and opens fire 
immediately with their assault bolters, compact 
bolters that strike with the power of a heavy weapon. 


Once deployed, Inceptors perform 
beachhead clearing operations, diversionary raids, 
and decapitation strikes. They hunt enemy command 
assets alongside Reiver teams, or silence critical 
enemy wargear such as anti-aircraft or anti-vehicle 
emplacements. Inceptors can vary their weapons for 
the task, assault bolters for use against infantry, and 
plasma exterminators for close use against heavier 
enemies. 


In the Deathwatch, Inceptors in Fortis Kill 
Teams are prized for aggression and situational 
mastery. Acting as a counter against swifter foes like 
Tyranids and Drukhari, Inceptors are shock troops 
that overtake the enemy relentlessly, and leave 
nothing in their impact crater standing. 


STARTING EQUIPMENT 

The Primaris Inceptor gains one suit of Mk. X Gravis 
Armor, one Astartes Jump Pack, two Astartes Assault 
Bolters, and two magazines of Special Issue 
Ammunition from the following list — Dragonfire 
Rounds, Hellfire Rounds, Kraken Rounds, 
Vengeance Rounds. 


STARTING SKILLS 
The Primaris Inceptor begins with Pilot (Personal) as 
a Trained Advanced Skill. 


SPECIAL ABILITY 


Meteoric Descent: At the start of a combat 
encounter, after initiative but before combat begins, 
the Primaris Inceptor may perform Challenging (+0) 
Pilot (Personal) test. If this test is successful, the 
Primaris Inceptor may perform a Full Move using his 
Jump Pack’s Fly speed. He may end this movement 
wherever he desires but must remain at least 25m 
from any enemy. At Rank 3, the difficulty of the test 
is Routine (+20), and distance limit is reduced to 5m. 
At Rank 6, a Pilot (Personal) test is no longer 
necessary, and the Primaris Inceptor may use his 
Jump Pack’s Run speed instead. 


OATH-TAKING 

A Primaris Inceptor Marine selected as Squad Leader 
may take the Oath of the Astartes or Oath of Glory. 
In place of taking an Oath, however, the Primaris 
Inceptor may instead declare a Mission Tactic of 
their choice. 
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PRIMARIS INCEPTOR CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 750 1500 2000 5000 
Ballistic Skill 200 500 1000. 1500 
Strength 750 1500 2000 5000 
Toughness 200 500 1000 1500 
Agility 200 500 1000 1500 
Intelligence 500 1000 1500 2000 
Perception 500 1000 1500 2000 
Willpower 500 1000 1500 2000 
Fellowship 750 1500 2000 5000 
RANK 1 PRIMARIS INCEPTOR ADVANCES 

Advance Cost Type Prerequisites 

Acrobatics 200 Skill 

Contortionist 200 Talent 

Two Weapon Wielder (Ranged) 500 Talent BS 35, Ag 35 

Hit and Run 500 Talent 

RANK 2 PRIMIARIS INCEPTOR ADVANCES 

Advance Cost Type Prerequisites 

Acrobatics +10 400 Skill Acrobatics 

Pilot (Personal) +10 400 Skill Pilot (Personal) 

Navigate (Surface) 200 Skill 

Rapid Reload 500 Talent 

Blast Shield Defense 800 Talent Ag 40 

RANK 3 PRIMARIS INCEPTOR ADVANCES 

Advance Cost Type Prerequisites 

Contortionist +10 400 Skill Contortionist 

Leap Up 200 Talent Ag 30 

Lightning Reflexes 500 Talent 

Gunslinger 800 Talent BS 40, TWW (Ranged) 

Mobile Assault 1000 Talent BS 40, Ag 40 

RANK 4 PRITIARIS INCEPTOR ADVANCES 

Advance Cost Type Prerequisites 

Acrobatics +20 600 Skill Acrobatics +10 

Pilot (Personal) +20 600 Skill Pilot (Personal) +10 

Navigate (Surface) +10 400 Skill Navigate (Surface) 

Takedown 300 Talent 

Hip Shooting 500 Talent BS 40, Ag 40 
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RANK 5 PRIMARIS JNCEPTOR ADVANCES 


Advance Cost Type 
Contortionist +20 600 Skill 
Assassin Strike 600 Talent 
Dual Shot 500 Talent 
Mighty Shot 500 Talent 
Grand Skyfall 1000 Talent 


RANK 6 PRIMIARIS INCEPTOR ADVANCES 


Advance Cost Type 
Navigate (Surface) +20 600 Skill 
Swift Attack 600 Talent 
Storm of Iron 800 Talent 
Death from Above 1000 Talent 


RANK 7 PRIMIARIS INCEPTOR ADVANCES 


Prerequisites 
Contortionist +10 

Ag 40, Acrobatics 

Ag 40, TWW (Ranged) 

BS 40 

Ag 50, Pilot (Personal) +20 


Prerequisites 
Navigate (Surface) +10 
WS 35 


Advance Cost Type Prerequisites 
Crack Shot 500 Talent BS 40 

Hard Target 500 Talent Ag 40 
Independent Targeting 800 Talent BS 40 
Thunderous Impact 800 Talent S 40, Ag 40 
RANK 8 PRIMIARIS INCEPTOR ADVANCES 

Advance Cost Type Prerequisites 
Marksman 500 Talent 

Sound Constitution 1000 Talent 

Bolter Drill 1000 Talent 

Last Man Standing 500 Talent Nerves of Steel 
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PRITMARIS 
AGGRESSOR 


mplacable are the Primaris Aggressors, the closest 
the Primaris Space Marines have to Terminators. 
Great walking fortresses, Aggressors march into 
battle, fire bouncing off them, and mow a bloody 
path with bolt, flame and rocket-propelled grenades. 
Should enemies manage to somehow survive long 
enough to close the distance, or more likely, the 
Primaris Aggressors reach their target, enemies are 
met with hard-hitting power fists, and pulverized out 
of existence. 


Primaris Aggressors retain their mobility 
over Centurions and Terminators, allowing them to 
act in their role as Fire Support for other Primaris 
units. Where Devastators would be hampered in close 
quarters due to the cumbersome nature of heavy 
weapons, Primaris Aggressors can easily operate and 
triumph with a superheated blast of promethium or a 
stream of explosive bolts. 


In the Deathwatch, Primaris Aggressors are 
used to face hordes of lightly armored but numerous 
foes. As part of Fortis Kill Teams, however, 
Aggressors provide point-blank heavy firepower, and 
specialize in breaching operations as they lead the 
advance. Where Hellblasters and Intercessors operate 
at range, the Aggressor covers close-quarters, and 
guides his allies in the thrill of close combat. 


STARTING EQUIPMENT 

The Primaris Aggressor gains one suit of Mk. X 
Gravis Armor, two Astartes Auto Boltstorm 
Gauntlets, and one Astartes Fragstorm Grenade 
Launcher. 


STARTING SKILLS 
The Primaris Inceptor begins with Demolition as a 
Trained Advanced Skill. 


SPECIAL ABILITY 


Unstoppable Advance: During combat, at the start 
of his turn, the Primaris Aggressor may make a 
Challenging (+0) Toughness Test to ignore the 
effects of extreme environmental conditions for that 
round. At Rank 3, the test becomes Routine (+20), 
and the Primaris Aggressor ignores the effects of 
Difficult Terrain. At Rank 6, once per encounter, the 
Primaris Aggressor may perform a Challenging (+0) 
Toughness test to ignore a critical effect that causes 
immediate Death. 


OATH-TAKING 

A Primaris Aggressor Marine selected as Squad 
Leader may take the Oath of the Astartes, Oath to the 
Emperor, or Oath of the Weapon. In place of taking 
an Oath, however, the Primaris Inceptor may instead 
declare a Mission Tactic of their choice. 


75 


PRIMIARIS A GGRESSOR CHARACTERISTIC ADVANCES 


Level Simple Intermediate Trained Expert 
Weapon Skill 750 1500 2000 5000 
Ballistic Skill 200 500 1000 1500 
Strength 750 1500 2000 5000 
Toughness 200 500 1000 1500 
Agility 500 1000 1500 2000 
Intelligence 500 1000 1500 2000 
Perception 500 1000 1500 2000 
Willpower 200. 500 1000 1500 
Fellowship 750 1500 2000 5000 
RANK 1 PRIMARIS AGGRESSOR ADVANCES 

Advance Cost Type Prerequisites 

Navigate (Surface) 200 Skill 

Survival 200 Skill 

Two Weapon Wielder (Ranged) 500 Talent BS 35, Ag 35 

Two Weapon Wielder (Melee) 500 Talent WS 35, Ag 35 

Tireless 500 Talent T 40, WP 35 

RANK 2 PRIMARIS AGGRESSOR ADVANCES 

Advance Cost Type Prerequisites 

Demolition +10 400 Skill Demolition 

Navigate (Surface) +10 400 Skill Navigate (Surface) 

Rapid Reload 200 Skill 

Cleanse and Purify 500 Talent 

Defensive Fire 800 Talent BS 40, Ag 40 


RANK 3 PRIMIARIS AGGRESSOR ADVANCES 


Advance 
Survival +10 
Crushing Blow 
Hardy 
Gunslinger 
Blade Dancer 
Sacred Flame 


Cost 
400 
500 
500 
800 
800 
800 


Type 
Skill 
Talent 
Talent 
Talent 
Talent 
Talent 


RANK 4 PRIMIARIS AGGRESSOR ADVANCES 


Advance 

Demolition +20 
Navigate (Surface) +20 
Sure Strike 
Independent Targeting 
Hip Shooting 


Cost 
600 
600 
500 
800 
500 


Type 
Skill 
Skill 
Talent 
Talent 
Talent 


Prerequisites 

Survival 

S40 

T40 

BS 40, TWW (Ranged) 
WS 40, TWW (Melee) 
WP4O, Cleanse and Purify 


Prerequisites 
Demolition +10 
Navigate (Surface) +10 
WS 30 

BS 40 

BS 40, Ag 40 
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RANK 5 PRIMARIS AGGRESSOR ADVANCES 


Advance Cost Type 
Survival +20 600 Skill 
Mighty Shot 500 Talent 
Dual Shot 500 Talent 
Bolter Drill 800 Talent 
Firestorm 1000 Talent 


RANK 6 PRIMIARIS AGGRESSOR ADVANCES 


Advance Cost Type 

Takedown 300 Talent 
Swift Attack 500 Talent 
Stalwart Defense 1000 Talent 


Thunder Charge 1000 Talent 


RANK 7 PRIMIARIS AGGRESSOR ADVANCES 


Advance Cost Type 

Dual Strike 500 Talent 
Storm of Iron 800 Talent 
Precise Blow 700 Talent 
Cluster Bombardment 1000 Talent 


RANK 8 PRITIARIS AGGRESSOR ADVANCES 


Prerequisites 

Survival +10 

BS 40 

Ag 40, TWW (Ranged) 


BS50, Independent Targeting 


Prerequisites 


WS 35 


Prerequisites 


WS 40, Sure Strike 
BS50, Demolition +20 


Advance Cost Type Prerequisites 
Crack Shot 500 Talent BS 40 
Crippling Strike 500 Talent WS 50 
Lightning Attack 600 Talent Swift Attack 
Exemplar of Honor 1000 Talent 
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OTHER PRIMIARIS 
SPECIALIZATIONS 


rimaris Marines are not limited to Intercessors, 
Hellblasters, Reivers, Inceptors, and Aggressors. 
Already, Primaris variants of other space marine 
specialties have begun to appear increasingly 
commonly. Primaris Apothecaries tend to the 
wounded and fallen of the Primaris Marines, their 
medical knowledge fine-tuned for the Primaris 
physique and additional organs. Primaris Chaplains, 
the gift of the Primarch Lorgar to the Space Marine 
Legions, continue to push their brethren to greater 
heights with motivation and furor. Primaris 
Librarians channel the warp to a greater extent than 
any before them ever could. Primaris Techmarines 
are chosen to maintain the Chapter’s Primaris 
Armory, from the Redemptor Dreadnoughts and the 
Repulsor Grav-Tanks to the might of the Astraeus 
super-heavy battle platforms. 


The following specialties and advanced specialties 
may be played with Primaris Space Marines rather 
than normal marines. Any changes are listed below. 
If no change is listed below, simply generate your 
Primaris Space Marine and select the specialty as 
normal. 


Primaris Apothecary: Replace standard gear with 
one suit of Mk. X Tacticus Armor, Astartes Absolvor 
Bolt Pistol, Reductor Pistol, 3 Frag Grenades, 3 Krak 
Grenades, Narthecium, and one magazine of Special 
Issue Ammunition from the following list — 
Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. No further changes. 


Primaris Techmarine: Replace standard gear with 
one suit of Mk. X Gravis Armor, Astartes Bolt Rifle, 
Astartes Servo-Arm, one Common-craftsmanship 
cybernetic of choice, and one magazine of Special 
Issue Ammunition from the following list — 
Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. No further changes. 


Primaris Librarian: Replace standard gear with one 
suit of Mk. X Tacticus Armor, one Force Weapon, 
one Astartes Bolt Pistol, one Psychic Hood, and one 
magazine of Special Issue Ammunition from the 
following list — Dragonfire Rounds, Hellfire Rounds, 


Kraken Rounds, Vengeance Rounds. No further 
changes. 


Primaris Chaplain: (Advanced Specialty) Replace 
standard gear with Astartes Absolvor Bolt Pistol, 
Crozius Arcanum, 3 Frag Grenades, 3 Krak 
Grenades, Skull Helm, Rosarius, and one magazine 
of Special Issue Ammunition from the following list 
— Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. No further changes. 


Primaris Epistolary: (Advanced Specialty) Replace 
standard gear with one Force Weapon, one Astartes 
Heavy Bolt Pistol, and one magazine of Special Issue 
Ammunition from the following list — Dragonfire 
Rounds, Hellfire Rounds, Kraken Rounds, 
Vengeance Rounds. No further changes. 


Primaris Forge Master: (Advanced Specialty) 
Replace standard gear with Astartes Bolt Rifle, 
Astartes Servo-Harness, and one magazine of Special 
Issue Ammunition from the following list — 
Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. No further changes. 


Primaris Keeper: (Advanced Specialty) Add one 
magazine of Special Issue Ammunition from the 
following list — Dragonfire Rounds, Hellfire Rounds, 
Kraken Rounds, Vengeance Rounds to standard gear. 
No further changes. 


Primaris Dreadnought: (Advanced Specialty) 
Entombment within a Redemptor Dreadnought (See 
vehicle armory). No other changes. 


If a specialty is not listed here, then it is not 
compatible with Primaris doctrine, and may not be 
selected. This list 
will be updated as 
further codexes are 
released, and the 
Primaris armory is 
expanded. 
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NEW TALENTS AND 
TACTICS 


“Anomalies noted in Chapter Black Panthers 
Primaris geneseed. Heightened aggression mixed 
with individualistic battle groups that interconnect on 
the battlefield. A refinement of culture more 
reminiscent of hive ganger loyalty. I recognize these 
legion patterns. Calculating...forming hypothesis 
regarding Primaris genestock introduction to 
chimeric source. Hmm. This bears consideration. 


- Quaesitor Gotoh, Paragon of Metal, 
reviews Black Panthers geneseed records. 


apable of feats far beyond Manlet Marines, Primaris 
Space Marines learn over time to make better use of 
their reactions, their stronger bodies, and new 
developments, yes, actual developments, by 
Belisarius Cawl to better wage war against the 
enemies of mankind. The Primaris way of war was 
forged in the 112 year Indomitus Crusade, and those 
Primaris of the Unnumbered Sons who were then 
split into Chapters would take this way of learning 
into the Deathwatch. 


The talents listed here are for the three base 
specializations of the Primaris Space Marines. 
Advanced Specializations will detail their unique 
talents in their entries. While some talents are drawn 
from later systems, such as Dark Heresy 2 and Only 
War, there are a number of talents drawn directly 
from diverse sources such as Codex Space Marines, 
Codex Deathwatch, and my ass. Following the 
specialization-specific entries, there will be a 
generalized set of Deathwatch talents that are 
available to all Deathwatch Space Marines, drawn 
from Codex Deathwatch, unless otherwise noted. 


PRIMARIS INTERCESSOR TALENTS 


STORM OF FIRE 

Prerequisite: BS 40 

When the Primaris Intercessor scores Righteous Fury 
with a ranged weapon, the weapon's Penetration is 
increased by 2. This bonus is applied after any 
multipliers, such as Armorbane and Melta. As a Half 
Action, the character may make a Challenging (+0) 
Command Test to extend the benefit of this talent to 
all allies in Support Range until the start of the 
character's next turn. 


VIGILANT 

Prerequisite: Per 35 

When using the Overwatch Action, the Primaris 
Intercessor may use his Perception Characteristic 
instead of his Agility Characteristic when 
determining whether he or his triggering target takes 
an Action first, as well as for any Opposed Agility 
Tests that Overwatch calls for him to make. 


COGITATOR SCAN 

Prerequisite: BS 40, Per 40, Vigilant 

When an enemy or enemy asset Deep Strikes onto the 
battlefield within range of the Primaris Intercessor, 
such as by drop pod, teleportarium, etc, the Primaris 
Intercessor may immediately perform a ranged attack 
with his ranged weapon's highest rate of fire against 
the enemy. This Ballistic Skill test is performed at a - 
20 penalty, rather than the bonus the action would 
normally give. 


TACTICAL FLEXIBILITY 

Prerequisite: Fel 45, Command +20 

The Primaris Intercessor may make a Challenging 
(+0) Command test as a Free Action. If the test is 
successful, the Kill Team splits into two equally- 
sized Kill Teams (or best attempt at it if there are an 
odd number of characters). The first Kill Team 
retains its original Leader and any Oaths or Mission 
Tactics they have undertaken. The second, newly- 
split Kill Team must now select a new Leader, and a 
new Oath or set of Mission Tactics, which in turn 
may grant new Squad and Solo Modes to the new 
Kill Team. This effect may be ended at any time as a 
Free Action by the second Kill Team Leader if both 
Kill Teams are within Support range of each other. 
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MASTERFUL MARKSMANSHIP 

Prerequisite: BS 50, Marksman 

The Primaris Intercessor may spend a Fate Point to 
grant their ranged weapons the Felling (1) quality (or 
increase the value of the Felling quality the weapon 
possesses by 1) until the start of their next turn. 


PRIMARIS HELLBLASTER TALENTS 


TANK HUNTER 

Prerequisite: BS 40 

When making a ranged attack against a vehicle, the 
Primaris Hellblaster adds his Ballistic Skill Bonus to 
the Penetration value of his weapon. 


PLASMA WEAPON EXPERTISE 

Prerequisite: BS 40 

Whenever the Primaris Hellblaster wields a Plasma 
weapon (such as a plasma pistol or plasma 
incinerator) with the Overheats or Overloads Quality, 
that weapon only Overheats or Overloads on a roll of 
96 or higher. 


RIGHTEOUS BLOW 

Prerequisite: BS 45 

When the Primaris Hellblaster inflicts Righteous 
Fury, he may roll twice to determine the damage and 
take the higher result. 


PLASMA WEAPON MASTERY 

Prerequisite: BS 50, Plasma Weapon Expertise 
When the Primaris Hellblaster fires a plasma weapon 
(such as a plasma pistol or plasma incinerator) with 
the Maximal Quality on the Maximal setting, the 
weapon adds an additional +2 bonus to Damage, its 
Penetration, and its Blast Quality. 


DEATH SERVES THE RIGHTEOUS 
Prerequisite: BS 50, Deadeye Shot, Sharpshooter 
Once per combat encounter, the Primaris Hellblaster 
may spend a Fate Point to change a result of 1 ona 
single Damage Die from a ranged attack to a result of 
10. This can inflict Righteous Fury as normal. 


PRIMARIS REIVER TALENTS 


AMBUSH 

Prerequisite: Concealment 

The Primaris Reiver inflicts 1 additional Damage for 
every 2 Degrees of Success on the Weapon Skill or 
Ballistic Skill test against Unaware opponents. 


SUDDEN ATTACK 

Prerequisite: BS 40, Concealment +10 

When attacking a Horde which is unaware of his 
presence, using ranged weapons or placed explosives, 
the Primaris Reiver deals an additional 1d10 damage 
to the Horde’s Magnitude, and the Horde must make 
a Hard (—20) Pinning Test or become Pinned. 


WAVE AMPLIFIER 

Prerequisite: Int 30, Intimidate 

Enemies within 10m of the Primaris Reiver suffer a 
penalty to Weapon Skill, Ballistic Skill, and Agility 
tests equal to 5x the Primaris Reiver's Intelligence 
Bonus. 


SIDEARM 

Prerequisite: WS 40, BS 40, Two Weapon Wielder 
(Melee, Ranged) 

When armed with a pistol in one hand and melee 
weapon in the other (both of which the character 
could normally use single-handed), the Primaris 
Reiver reduces the penalty for Two-Weapon Fighting 
by 10 (so —20 would drop to —10). If taken with the 
Ambidextrous Talent, this drops the penalty to 0. 


KING OF TERRORS 

Prerequisite: WP 40, Intimidate +20 

Enemies within 10m of the Primaris Reiver suffer a 
penalty to all Willpower and Fellowship tests equal 
to 5x the Primaris Reiver's Willpower Bonus. 


FROM THE SHADOWS 

Prerequisite: Ag 40, Concealment +20 

The Primaris Reiver may make Concealment and 
Silent Move tests a Free Action and may do so even 
while being observed. 
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PRIMARIS INCEPTOR TALENTS 


HIT AND RUN 

Prerequisite: None. 

The Primaris Inceptor may perform the Disengage 
action as a Half Action. If he instead takes a Full 
action, he may move his full speed. 


BLAST SHIELD DEFENSE 

Prerequisite: Ag 40 

When the Primaris Inceptor completes a ranged 
attack with one or both of his ranged weapons, he 
benefits from 4 points of armor to the arm and body 
from defensive utilizations of his weapon's blast 
shields. 


MOBILE ASSAULT 

Prerequisite: BS 40, Ag 40 

Upon completing a ranged attack with one or both of 
his ranged weapons, the Primaris Inceptor may 
immediately perform a Full Move action as a Free 
Action. 


GRAND SKYFALL 

Prerequisite: Ag 50, Pilot (Personal) +20 

As a Full Action, the Primaris Inceptor may perform 
a Challenging (+0) Pilot (Personal) test. If this test is 
successful, he rockets upwards, high above, removing 
himself from the encounter. Taking a moment to 
appreciate the beauty of low orbit is optional. 


The following round, as a Full Action, he may then 
perform a Routine (+20) Weapon Skill test against an 
enemy of his choosing. If this test is successful, the 
Primaris Inceptor thunders down like a meteor upon 
the enemy, inflicting Xd10+Y damage, with Pen of 
Y, where X is the Degrees of Success on the Weapon 
Skill test, and Y is the Inceptor's Strength bonus. For 
example, scoring 4 Degrees of Success with Strength 
Bonus of 8 will inflict 4d10+8 damage with a Pen of 
8. This attack may not be dodged or parried but can 
be shielded. If the attack was against a horde, then 
the damage is converted to Magnitude damage. Each 
enemy within 10m of the landing zone suffer a 
further hit, inflicting 2d10+Y damage with Pen of Z, 
where Y is the Primaris Inceptor's Strength Bonus, 
and Z is the Primaris Inceptor's unmodified Strength 
Bonus. This attack may not be parried but may be 
shielded or dodged if the enemy's Movement 
characteristic can carry them out of the blast zone. If 
the attack was against a horde, then the damage is 
converted to Magnitude damage. 


If the Weapon Skill test is failed, then the Primaris 
scatters from his original target in a random direction 
a number of d10 in meters equal to the Degrees of 
Failure on the test, minimum 1d10, and resolves the 
attack in his new landing zone. Maybe he still hits 
something! 


THUNDEROUS IMPACT 

Prerequisite: S 40, Ag 40 

When the Primaris Inceptor ends his movement of 
any kind within 3m of an enemy, roll 1d10. On a 9+, 
the enemy suffers 1d10 damage from the impact 
crater, which cannot be dodged, parried, or shielded, 
and ignores armor and toughness. 


PRIMARIS AGGRESSOR TALENTS 


TIRELESS 

Prerequisite: T 40, WP 35 

The Primaris Aggressor ignores the —10 penalty to all 
Tests from Fatigue. He still suffers any other effects 
of Fatigue as normal. 


DEFENSIVE FIRE 

Prerequisite: BS 40, Ag 40 

When the Primaris Aggressor or an ally in Support 
Range is subjected to a Charge action by an enemy 
(or said enemy decides to be cute and WALK into 
melee), the Primaris Aggressor may perform a 
Ranged Attack action with any or all of his weapons 
using the highest rate of fire of their weapon, as a 
Reaction against the enemy. This attack suffers a -20 
penalty rather than the normal penalty or bonus of the 
action. For example, if one Primaris Aggressor is 
using a weapon capable of Full-auto rate of fire, this 
is used, while a Primaris Aggressor whose weapon is 
only capable of semi-automatic fire uses that firing 
mode instead. Both are performed at a -20 penalty 
rather than the +20 and +10 bonuses they would 
usually apply. Spray weapons instead grant a +20 
bonus to the Agility test to avoid the shot. 


SACRED FLAME 

Prerequisite: WP 40, Cleanse and Purify 

The Primaris Aggressor's weapons with the Flame 
quality gain the Vengeful (9) Quality. 
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BLADE DANCER 

Prerequisite: WS 40, Two Weapon Wielder 
(Melee). 

When armed with two single-handed melee weapons, 
the character reduces the penalties for Two-Weapon 
Fighting (see page 252) by 10 (so —20 would drop to 
—10). If taken with the Ambidextrous Talent, this 
drops the penalty to +0. 


FIRESTORM 

Prerequisite: BS 50, Independent Targeting. 

As a Full Action, provided the Primaris Aggressor 
did not perform a Movement action of any kind 
during the previous round, the Primaris Aggressor 
may fire all his ranged weapons twice at separate 
targets of his choosing. If the Primaris Aggressor is 
using the Defensive Fire talent to fire at a charging 
enemy, he may benefit from the effects of this talent. 


CLUSTER BOMBARDMENT 

Prerequisite: BS 50, Demolition +20. 

As a Full Action, the Primaris Aggressor may fire all 
remaining rounds in his Fragstorm Grenade Launcher 
and saturate an area with explosive fury. These hits 
are combined into attack and one damage roll, and 
the Blast quality becomes equal to 3x the number of 
hits (two hits would be Blast 6, for instance). Talents 
and traits that affect damage are applied AFTER 
combining. Righteous Fury generates an additional 
2d10+2 damage rather than 1d10 and adds an 
additional 3 to the Blast quality. 


DEATHWATCH EXCLUSIVE TALENTS 


MIXED UNIT TACTICS 

Prerequisite: None. 

Rank Available: Rank 2 

Cost: 500 XP 

The Space Marine may use the either the highest 
toughness bonus in his squad, or his own, for the 
purposes of reducing damage taken. 


DEATH TO THE ALIEN 

Prerequisite: WS 40, Forbidden Lore (Xenos). 
Rank Available: Rank 4 

Cost: 800 XP 

When the Space Marine successfully scores 
Righteous Fury against a Xenos enemy with a melee 
weapon, he may immediately perform an additional 
melee attack. These attacks cannot themselves 
generate further attacks. 


ONLY IN DEATH DOES DUTY END 
Prerequisite: WP 40 

Rank Available: Rank 4 

Cost: 500 XP 

When a Space Marine is forced to burn fate to 
survive, he may immediately perform a Ranged 
Attack or Melee Attack of his choice (for example, a 
Swift Attack or a Full-Auto Attack) before resolving 
the effects of the burnt fate point. 


HONOR YOUR BROTHERS 

Prerequisite: WS 40, Fel 40 

Rank Available: Rank 6 

Cost: 1000 XP 

When an adjacent ally has successfully performed a 
melee attack against an enemy, the Space Marine 
may spend a Fate Point. If he does so, he may 
immediately perform a Melee Attack of his choice 
(for example, a Swift Attack or a Takedown attack). 


STEM THE GREEN TIDE 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 4 

Cost: 800 XP 

When the Space Marine or an ally in Support Range 
is subjected to a Charge action by an enemy Ork or 
Ork Horde, the Space Marine may perform a Ranged 
Attack action with any or all of his weapons using the 
highest rate of fire of their weapon, as a Reaction 
against the enemy. This attack suffers a -20 penalty 
rather than the normal penalty or bonus of the action. 
For example, if one Space Marine is using a weapon 
capable of Full-auto rate of fire, this is used, while a 
Space Marine whose weapon is only capable of semi- 
automatic fire uses that firing mode instead. Both are 
performed at a -20 penalty rather than the +20 and 
+10 bonuses they would usually apply. Spray 
weapons instead grant a +20 bonus to the Agility test 
to avoid the shot. For every point of damage or 
magnitude damage dealt to the enemy or Horde this 
way, reduce their Charge speed by 1. If enough 
damage magnitude damage is dealt to reduce the 
enemy or Horde’s charge speed below what is 
necessary to reach the Space Marine, then the Charge 
is considered to have failed, and the enemy or Horde 
moves forward the remainder of their movement that 
was not reduced by the attack. For example, if an Ork 
9m away has a charge speed of 9, and he suffers 7 
damage, the charge is considered to have failed, and 
the Ork only moves 2m forward. 
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TARGETING SCRAMBLERS 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 4 

Cost: 400 XP 

When the Space Marine or an ally in Support Range 
has been hit by one or more Markerlights from an 
enemy T’au Markerlight, the Space Marine tunes his 
armor to scramble them as a Reaction. All active and 
future T’au Markerlights on the Space Marine and his 
allies are nullified until the start of the Space 
Marine’s next turn. 


INTERCEPTING VOLLEY 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 4 

Cost: 800 XP 

When an enemy Aeldari with a Fly speed performs a 
movement action within 30m of the Space Marine or 
an ally in Support Range, the Space Marine may 
perform a Ranged Attack action with any or all of his 
weapons using the highest rate of fire of their 
weapon, as a Reaction against the enemy. This attack 
suffers a -20 penalty rather than the normal penalty or 
bonus of the action. For example, if one Space 
Marine is using a weapon capable of Full-auto rate of 
fire, this is used, while a Space Marine whose 
weapon is only capable of semi-automatic fire uses 
that firing mode instead. Both are performed at a -20 
penalty rather than the +20 and +10 bonuses they 
would usually apply. Spray weapons instead grant a 
+20 bonus to the Agility test to avoid the shot. 


SYNAPSE SEVERANCE 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 4 

Cost: 600 XP 

When attacking an enemy Tyranid with the Synapse 
Creature Trait, the Space Marine’s attacks gain the 
Felling quality (or increase the value of the Felling 
Quality by 1) and disable the effects of the Synapse 
Creature trait until the start of the Space Marine’s 
next turn. 


REANIMATION DISRUPTION 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 4 

Cost: 400 XP 

Enemy Necrons destroyed by the Space Marine 
suffer a -20 penalty to any Reanimation Protocol rolls 
they make. 


BANE OF MONSTROSITIES 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 6 

Cost: 1000 XP 

The Space Marine may reroll damage against enemy 
vehicles and enemies of Size (Enormous) or greater. 
The second result stands. 


LORD OF HIDDEN KNOWLEDGE 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 6 

Cost: 1500 XP 

When the Space Marine spends a Fate Point for any 
reason, roll 1d10. On a 7+, the Fate Point is not spent, 
but the benefit remains. 


NOWHERE TO HIDE 

Prerequisite: Forbidden Lore (Xenos) 

Rank Available: Rank 6 

Cost: 500 XP 

The Space Marine may, as a Free Action, make a 
Challenging (+0) Evaluate test against a single 
enemy. If this test is successful, then attacks by the 
Space Marine and allies within 15m against the 
enemy ignore armor points granted by cover until the 
start of the Space Marine’s next round. 
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MISSION TACTICS 


When Deathwatch units are deployed, they are 
organized into Kill Teams. Each Kill Team will 
dedicate itself to hunting different enemies, such as 
Aquila Kill Teams who are generalists, Venator Kill 
Teams who hunt fast enemies, and Purgatus Kill 
Teams who seek out and destroy enemy warlords. 
While there are a number of varying types of Kill 
teams, an all-Primaris Kill Team is called a Fortis 
Kill Team and is not as restricted as other Kill 
Teams, able to pick and choose Tactics as needed. 


Mission Tactics differ from Oaths in that, as opposed 
to reaffirming beliefs in one another or a higher 
power, the Kill Team has chosen to focus on their 
enemies, and the best way to combat them. Since 
Oaths usually unlock different Squad Mode Abilities, 
the Space Marines may freely select ONE Codex 
Attack Pattern AND ONE Codex Defensive Stance to 
make use of during the mission. The Space Marines 
may then apply the benefits of the Mission Tactic 
itself, regardless if they are in Squad or Solo mode. 
The Space Marines retain access to their Chapter 
Squad Modes. Finally, each Mission Tactic has an 
accompanying Doctrine that can be triggered by a 
Space Marine in the Kill Team, a refinement of the 
Tactics to a killing point. This Doctrine is activated 
by the Squad Leader as a Free Action by spending a 
Fate Point and a number of points of Cohesion as 
listed in the Doctrine and lasts until the beginning of 
the Squad Leader’s next round. The exception is the 
Decapitation Doctrine, which may be triggered 
during any Mission Tactic. Once selected, a Mission 
Tactic cannot be changed unless a Squad Leader has 
a talent or ability to do so. 


Decapitation Doctrine 

Cost: 3 

Effect: The Kill Team may reroll damage results 
against enemies with the Touched by the Fates trait. 
The second result stands. 


DOMINATUS TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against Elite-class enemies. The second result 
stands. 

Dominatus Doctrine 

Cost: 2 

Effect: The Kill Team’s personal weapons gain the 
Felling quality (or increase the value of the Felling 
Quality by 1 if they already possess it). 


FUROR TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against Troop-class enemies. The second result 
stands. 

Furor Doctrine 

Cost: 1 

Effect: The Kill Team’s personal weapons gain the 
Devastating (X) quality, where X is the Squad 
Leader’s Fellowship Bonus. 


MALLEUS TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against enemy vehicles or enemies of Size 
(Enormous) or greater. The second result stands. 
Malleus Doctrine 

Cost: 3 

Effect: The Kill Team’s Heavy weapons gain the 
Armorbane quality. Pistol, Basic, and Melee 
Weapons gain the Razor Sharp quality instead. 


PURGATUS TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against Master-class enemies. The second 
result stands. 

Purgatus Doctrine 

Cost: 1-3 

Effect: The Kill Team’s personal weapons gain the 
Vengeful (X) quality, where X is equal to 10 minus 
the number of Cohesion Points spent to enact the 
Doctrine. For example, spending 2 Cohesion points 
will grant the Vengeful (8) quality. 


RAPTORIS TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against enemies with the Flier (X) trait or who 
possess a Fly or Hover speed. The second result 
stands. 

Raptoris Doctrine 

Cost: 2 

Effect: The Kill Team’s personal weapons gain the 
Concussive (X) quality, where X is half the Squad 
Leader’s Fellowship Bonus, rounded up. 


VENATOR TACTICS 

Effect: The Kill Team may reroll damage results of 1 
and 2 against enemies with a Half-Action Movement 
Rate of 6 or greater. The second result stands. 
Venator Doctrine 

Cost: 3 

Effect: The Kill Team’s personal weapons gain the 
Crippling (X) quality, where X is the Squad Leader’s 
Fellowship Bonus. 
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ADVANCED 
SPECIALIZATIONS 


rimaris Marines are purpose built, specialized into 
squads reminiscent of the Legions of the Great 
Crusade. It only makes sense, therefore, that the 
Primarch Roboute Guilliman would also resurrect the 
ancient offices of those times. Like the Consuls of 
old, the Space Marines once more employ varied 
command level positions. Chapters are no longer 
limited to their Chapter Master, their Captains, and 
their Brother-Sergeants. The Primarch, in his infinite 
wisdom, has re-instituted the middle positions of the 
Ancient and the Lieutenant. 


With the restructuring of the Codex Astartes 
due to its failure to contain the struggles the 
Imperium faces, the Primaris Space Marines and the 
chapters of the Ultima Founding now fight under new 
rules. Where once a Captain would lead almost a 
hundred battle brothers, a Primaris Captain now 
delegates to two Primaris Lieutenants, who on 
occasion can call upon the service of an Ancient, a 
Gothic corruption of the word Ensign, from the 


chapter’s Honor Guard, to carry the Chapter’s 
banners. 


If a Primaris Space Marine meets the 
prerequisites for an Advanced Specialty, they may 
discuss with their GM the process of entering into the 
new rank. Unlike normal Advanced Specializations, 
most of these (with some exceptions) do not cost 
experience to enter, but they also do not grant special 
abilities on entry. Each Advanced Specialization will 
have at least one unique talent that can be purchased, 
representing the wisdom of the newly updated Codex 
Astartes distilled into a single ability. Note that a 
Primaris Space Marine is still limited to a single 
Advanced Specialty, with the exception of the 
Primaris Captain, who has ascended to a leadership 
position of his Chapter or of the Deathwatch, and 
bears incredible experience as a result. 


If an advanced specialization is not listed 
here or in the list of Other Primaris Specializations, 
then a Primaris Space Marine is incapable of taking 
that specialization — his form and training is 
incompatible with the teachings meant for lesser 
Manlet Marines. 
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PRIMARIS ANCIENT 


rawn from the Honor Guard of a chapter, the Primaris 
Ancients are granted the honor of carrying the 
Company or Chapter Standard. Their title, drawn 
from the term Ensign, a medieval rank that meant an 
army’s flagbearer, is apt, as the Primaris Ancient 
fearlessly marches into battle alongside his brethren, 
inspiring them through heroic deeds and prideful 
display of the standard. Allies near the Primaris 
Ancient find themselves pushed to greater heights, 
and in their darkest moments, strike back at those 
who felled them, redeeming themselves in the eyes of 
their chapter. 


Requirements: Rank 4+ 

Standard Issue Gear: One Astartes Bolt Rifle, one 
Astartes Bolt Pistol, 3 Frag grenades, 3 Krak 
Grenades, one magazine of Special Issue 
Ammunition from the following list — Dragonfire 
Rounds, Hellfire Rounds, Kraken Rounds, 
Vengeance Rounds. 


PRIMARIS ANCIENT ADVANCES 


Advance Cost Type 
Trade (Remembrancer) 200 Skill 
Trade (Remembrancer) +10 400 Skill 
Trade (Remembrancer) +20 400 Skill 
Lore: Forbidden (Adeptus Astartes) 200 Skill 
Lore: Forbidden (Adeptus Astartes) +10 400 Skill 
Lore: Forbidden (Adeptus Astartes) +20 400 Skill 
Lore: Scholastic (Any) 200 Skill 
Lore: Scholastic (Any) +10 400 Skill 
Lore: Scholastic (Any) +20 400 Skill 
Tactics (Any) 200 Skill 
Tactics (Any) +10 400 Skill 
Tactics (Any) +20 400 Skill 
Air of Authority 600 Talent 
Peer (Any) 500 Talent 
Good Reputation (Any) 800 Talent 
Step Aside 1500 Talent 
Swift Attack 800 Talent 
Lightning Attack 800 Talent 
Sound Constitution x2 1000 Talent 
Unbowed and Unbroken 1200 Talent 
Banner of the Astartes 1000 Talent 


NEW TALENT 


BANNER OF THE ASTARTES 


Prerequisites 


Trade (Remembrancer) 
Trade (Remembrancer) +10 


Lore: Forbidden (Adeptus Astartes) 
Lore: Forbidden (Adeptus Astartes) +10 


Lore: Scholastic (Any) 
Lore: Scholastic (Any) +10 


Tactics (Any) 
Tactics (Any) +10 
Fel 30 

Fel 30 

Fel 50, Peer (Any) 
Ag 40, Dodge 

WS 35 

Swift Attack 


Fel 40 


When an ally in support range is reduced to critical damage for the first time in an encounter, roll 1d10. If the 
result is below the Primaris Ancient’s Fellowship Bonus, then the ally may immediately perform a Ranged 
Attack or Melee Attack of his choice (for example, a Swift Attack or a Full-Auto Attack). If the character is 
forced to burn fate to survive a particularly grievous attack, the test is considered automatically successful. 


P 


PRITMIARIS 
LIEUTENANT 


rimaris Lieutenants are an ancient rank, last seen in 
the days of the Great Crusade and Horus Heresy, as 
an intermediate rank between the Brother-Sergeants 
of a Company / Demi-Company, and the Captains 
who lead them. Resurrecting ancient techniques, the 
Primarch Roboute Guilliman has been doing a lot of 
that lately. Their other role is to bridge the gap 
between Primaris and Manlet, ensuring orders end up 
exactly where they need to be. Some chapters reserve 
special roles for the newly-returned Lieutenants, but 
all fulfill their battlefield command role with honor. 


Requirements: Rank 4+ 

Standard Issue Gear: One Astartes Bolt Rifle OR 
One Astartes Power Sword, one Astartes Bolt Pistol, 
3 Frag grenades, 3 Krak Grenades, one magazine of 
Special Issue Ammunition from the following list — 
Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. 


PRIMARIS LIEUTENANT ADVANCES 


Advance Cost 
Dodge 200 
Dodge +10 400 
Parry 200 
Parry +10 400 
Charm 200 
Charm +10 400 
Charm +20 400 
Command 200 
Command +10 400 
Command +20 400 
Diplomacy 200 
Diplomacy +10 400 
Diplomacy +20 400 
Air of Authority 600 
Combat Master 1500 
Combat Formation 500 
Exemplar of Honor 1000 
Foresight 300 
Iron Discipline 500 
Into the Jaws of Hell 800 
Chapter Hero 1000 
Tactical Precision 1000 


Type 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Skill 
Talent 
Talent 
Talent 
Talent 
Talent 
Talent 
Talent 
Talent 
Talent 


Prerequisites 


Dodge 


Parry 


Charm 
Charm +10 


Command 
Command +10 


Diplomacy 
Diplomacy +10 
Fel 30 

WS 30 

Int 40 


Int 30 
WP 30, Command 
Iron Discipline 
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NEW SKILLS AND TALENTS 


DIPLOMACY (FELLOWSHIP) 

A new skill introduced in the Dark Heresy expansion, “The Lathe Worlds,” Diplomacy is the art of conducting negotiation 
between two or more factions. This allows the character opportunities to handle business, social, or state affairs without arousing 
hostility. A Diplomacy test is an opposed test, as each party tries to convince the other, in the nicest way possible, that they are 
assholes of the highest order. 


The GM sets a number of rounds (as simple as 1, as involved as 5, or even longer), and tallies up Degrees of Success over the 
course of the negotiation. At the end, Degrees of Success and Failure for both sides are tallied — whichever side has the most 
Degrees of Success is the winner, will most likely get their point across / get what they want, and may then freely tell the loser to 
suck it. 


TACTICAL PRECISION 

The Primaris Lieutenant has learned how best to guide his allies on the attack, ensuring they hit hard and strike killing blows. 
Weapons wielded by allies within 15m of the Primaris Lieutenant gain the Proven (X) Quality, where X is equal to half the 
Fellowship Bonus of the Primaris Lieutenant, rounded up. Alternatively, at the start of his turn, the Primaris Lieutenant may spend 
a Fate Point and make a Challenging (+0) Command Test as a Free Action. If the test is successful, X becomes equal to the 
Fellowship Bonus of the Primaris Lieutenant until the start of his next turn. If the weapon already possesses the Proven Quality, 
use only the higher between the innate quality and the granted property. 


CHAPTER HERO 

One of an elite brotherhood in a Chapter, the Primaris Lieutenant is held in awe by those he commands, Primaris and Manlet alike, 
and his underlings seek to emulate his example. The first Squad Mode ability activated by the Primaris Lieutenant during an 
encounter costs no cohesion to activate or maintain. 
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PRIMIARIS CAPTAIN 


eaders as well as fighters, Primaris Captains are 
implacable fighters whose advanced wargear 
augments their already prodigious skill. Donning 
Tacticus armor to unimpeded his martial prowess, or 
Gravis Armor to act as a living linebreaker, the 
Primaris Captain is gifted with incredible tactical 
acumen, below only their chapter master and the 
Primarch Roboute Guilliman himself. 


Requirements: Rank 6+ 

Standard Issue Gear: One suit of Mk. X Tacticus 
Armor (includes one Master-Crafted Astartes Auto- 
Bolt Rifle OR One Master-Crafted Stalker Bolt Rifle, 
one Astartes Bolt Pistol, 3 Frag grenades, 3 Krak 
Grenades, Iron Halo) OR One suit of Mk. X Gravis 
Armor (includes one Master-Crafted Power Sword, 
one Boltstorm Gauntlet, Iron Halo), one magazine of 
Special Issue Ammunition from the following list — 
Dragonfire Rounds, Hellfire Rounds, Kraken 
Rounds, Vengeance Rounds. 


PRIMARIS CAPTAIN ADVANCES 


Advance Cost 
Command 200 
Command +10 200 
Command +20 200 
Parry 200 
Parry +10 200 
Parry +20 200 
Tactics (Any) 400 
Tactics (Any) +10 400 
Tactics (Any) +20 400 
Talented (Choose One) 500 
Air of Authority 500 
Astartes Weapon Specialization 1000 
Combat Master 1000 
Good Reputation (Choose One) 800 
Iron Discipline 500 
Into the Jaws of Hell 1000 
Lightning Attack 1000 
Master Orator 500 
Peer (Choose One) x2 500 
Resistance (Choose One) 500 
Step Aside 1500 
Swift Attack 500 
Sound Constitution x3 1000 
Wall of Steel 1500 
Mastery (Command) 1000 
Battle Rites 1500 
Vigilance Incarnate* 1500 
Lord of War 1500 


Prerequisites 


Command 
Command +10 


Parry 
Parry +10 


Tactics (Any) 
Tactics (Any) +10 


Fel 30 


WS 30 

Fel 50, Peer (Choose One) 
WP 30, Command 

Tron Discipline 

Swift Attack 

Fel 30 

Fel 30 


Ag 40, Dodge 
WS 35 


Ag 35 
Command (+20), Talented (Command) 


Command (+20) 


NEW TALENTS 


MASTERY (COMMAND) 

The Primaris Captain may spend a Fate Point to automatically pass the listed skill, provided the final modifier to his Test is +0 or 
better. In addition to simply passing the Test, the character will pass it by a number of Degrees of Success equal to the 
Characteristic Bonus tied to the skill. 


VIGILANCE INCARNATE 

As a Full Action, the Primaris Captain may spend a Fate Point and make a Challenging (+0) Command Test. If this test is 
successful, the Primaris Captain may immediately switch out his current Mission Tactic, along with the Codex Attack Pattern 
Squad Mode Ability and Codex Defense Pattern Squad Mode Ability selected as part of the Mission Tactic, with new ones. Oaths 
cannot be switched with this talent. This talent is only available if the Primaris Captain is part of the Deathwatch. 


BATTLE RITES 

The Primaris Captain leads by sublime skill and guides his allies to strike accurately. Allies within 15m of the Primaris Captain 
may reroll failed Weapon Skill and Ballistic Skill tests of up to zero Degrees of Failure. Alternatively, at the start of his turn, the 
Primaris Lieutenant may spend a Fate Point and make a Challenging (+0) Command Test as a Free Action. If the test is successful, 
allies may instead reroll failed Weapon Skill and Ballistic Skill tests of up to X Degrees of Failure, where X is half the Primaris 
Captain’s Fellowship Bonus, rounded up. 


LORD OF WAR 
The Primaris Captain has reached the heights of his chapter or watch fortress, possibly even becoming a Chapter Master or Watch 
Master. His methods of war have been codified, and he stands at the precipice of greatness. 


The Primaris Captain is immune to Cohesion damage. In addition, when purchasing this talent, the Primaris Captain selects one of 
the following Warlord Traits to represent his battlefield experience, and expertise. Once chosen, this may never be changed, so 
make your choice count. 


ANGEL OF DEATH 
Enemies within 15m of the Primaris Captain suffer a -20 penalty to Willpower-based and Fellowship-based tests. 


THE IMPERIUM’S SWORD 
The Primaris Captain may reroll damage when performing a Charge action. In addition, the Primaris Captain may perform one 
additional attack as part of the Charge, stacking with talents and abilities that grant additional attacks. 


TRON RESOLVE 

The Primaris Captain gains 5 Wounds. In addition, when the Primaris Captain suffers damage from a hit after accounting for armor 
and toughness bonus, he may, as a Reaction, make a Challenging (+0) Willpower test. If this test is successful he adds his 
Willpower Bonus to his armor and toughness bonus for the purpose of damage reduction for that attack and all further attacks until 
the start of his next turn. 


UNRELENTING FORCE 

When the Primaris Captain scores Righteous Fury with a ranged or melee weapon, the weapon's Penetration is increased by 2. This 
bonus is applied after any multipliers, such as Armorbane and Melta. As a Free Action, the character may make a Challenging (+0) 
Command Test to extend the benefit of this talent to all allies in Support Range until the start of the character's next turn. 


RITES OF WAR 
Allied Strategic Assets within 15m of the Primaris Captain automatically pass Break Tests, and gain one free Horde Trait of the 
Primaris Captain’s choice from Deathwatch Core or Deathwatch Mark of the Xenos. 


CHAMPION OF HUMANITY 
When engaging an enemy with the Touched by the Fates trait, the Primaris Captain gains a +10 to Weapon Skill and Ballistic Skill 
tests, and increases his damage by an amount equal to his Fellowship Bonus. 


PRIMARIS ARMORIUIM 


"There are those who say Belisarius Cawl is a 
maverick at best, or a heretek at worst. I consider 
him a genius. He has far done more than create a 
type of Space Marine utterly restricted to its own 
wargear, incompatible with anything else. He has 
exploited planned obsolescence. He has created a 
market.” 


-Shas’o Sio’t Korst’la VII, on the Primaris 
wargear armory. 


rimaris Marine wargear, designed by Belisarius 
Cawl, is an example of the death of stagnation the 
Imperium is currently undergoing. Actual 
advancements have blown away and horrified more 
conservative members of the Martian Priesthood, and 
the Primaris Marines can control battlefields like no 
force since the Great Crusade. Of course, the 
detractors claim that Cawl’s advancements draw 
from terrible sources, such as the near identical looks 
and operation of a Redemptor’s macro plasma 
incinerator and the T’au Ghostkeel cyclic ion raker, 
but these are just old codgers grasping at straws. 
Probably. 
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Within this section is all weapons and 
wargear for the Primaris Space Marines. Primaris are 
surprisingly self-contained, and wargear and marine 
are designed together. This technically means that the 
only weapons Primaris have access to and are 
allowed to use, with the exception of power weapons 
and bolt pistols, are the weapons here. However, a 
GM is free to overrule this for their own games and 
allow Primaris to use the entire available armory of 
the Adeptus Astartes against the heretic, the xenos, 
and the daemon. 


The weapons of the Primaris Marines, with 
their array of bolt weapons and plasma weapons, will 
be listed here. A further section will be dedicated to 
the Mk.X pattern of armor, augmented into Tacticus, 
Phobos, and Gravis armors. However, there will be 
some wargear listed here that is Deathwatch 
exclusive within the new Codex, such as new relics, 
and will be available to all Deathwatch marines, or 
Manlet-specific, such as Centurion armor. With the 
improved armorium of this book, the Primaris Space 
Marines will be ready to fight any war, and in any 
new Great Crusade the Primarch Roboute Guilliman 
may call in the future. 
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RANGED AND MELEE 
WEAPONS 


Primaris weapons are enhanced patterns of bolt and 
plasma weapons at this point. They possess 
comparatively few melee weapons. All have been 
developed, tested, and named after Belisarius Cawl, 
the inventor of the Primaris Space Marines. 
Consequently, all patterns of weapon are far superior 
to anything that has come before. 


All weapons listed within this section fall under the 
Astartes Weapon Training talent — the Primaris 
Marine does not need to purchase additional training 
talents to use any weapon within this section. 


PRIMARIS BOLT WEAPONS 

Larger and heavier than their Manlet counterparts, 
Primaris Bolt Weapons are capable of firing larger 
rounds at higher rates of fire than preceding patterns 
of boltgun. A few are listed below. 


ASTARTES BOLT RIFLE 

A refinement of the boltgun, the Mk II. Cawl-Pattern 
Bolt Rifle possesses larger range and greater armor- 
piercing capabilities than previous patterns. 


ASTARTES AUTO BOLT RIFLE 

The Bolt Rifle is designed to be modular, and the 
Auto Bolt Rifle possesses an extended magazine and 
greater rate of fire at the cost of lesser penetration 
compared to the Bolt Rifle. 


ASTARTES STALKER BOLT RIFLE 

For long distance sniper work, the Primaris Marines 
equip entire squads with the Stalker Bolt Rifle. 
Enemy commanders and high-value targets can be 
safely removed with the long range and extreme 
penetrative power the Stalker Bolt Rifle grants. 


ASTARTES BOLT CARBINE 

Lighter and simpler in construction to the Astartes 
Bolt Rifle, the Bolt Carbine is easier to use in close 
range or situations where stealth and mobility is 
mandatory, but sacrifices stopping power. 


ASTARTES HEAVY BOLT PISTOL 
It’s a bolt pistol, but heavier. Shocking. 


ASTARTES ABSOLVOR BOLT PISTOL 

Used by specialists such as Apothecaries and 
Chaplains, the Absolvor Bolt Pistol possesses a 
higher range and strength, but is quite inaccurate, and 
makes you look like a freak straight out of 
Overwatch, mainly that teleporting edgelord. 


ASTARTES ASSAULT BOLTER 

Primaris Inceptors spray down enemies with the 
power of the Assault Bolter, a Heavy Bolter 
somehow miniaturized into an arm-mountable fast- 
firing assault weapon. It possesses a gun-shields that 
some Inceptors learn to use to deflect enemy fire. 
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Name 
Astartes Bolt Rifle 


Astartes Auto Bolt 
Rifle 

Astartes Stalker Bolt 
Rifle 

Astartes Bolt 
Carbine 

Astartes Heavy Bolt 
Pistol 

Astartes Absolvor 
Bolt Pistol 

Astartes Assault 
Bolter 

Astartes Plasma 
Incinerator 
(Maximal) 


Astartes Assault 
Plasma Incinerator 
(Maximal) 


Astartes Heavy 
Plasma Incinerator 
(Maximal) 


Astartes Plasma 
Exterminator 
(Maximal) 


Astartes Fragstorm 
Grenade Launcher 
Astartes Disruptor 
Knife 

Astartes Boltstorm 
Gauntlet 

(Ranged) 

Astartes Flamestorm 
Gauntlet 

(Ranged) 

Reductor Pistol 


Class 
Basic 


Basic 
Heavy 
Basic 
Pistol 
Pistol 
Pistol 


Basic 


Pistol 


Heavy 
Melee 
Melee 


Pistol 
Melee 


20m 
Pistol 


Dam 
1d10+10X 
1d10+8X 


1d10+10X 


1d10+9X 


1d10+10X 


2d10+5X 


1d10+12X 


3d10+10E 


4d10+12E 


2d10+10E 


3d10+10E 


4d10+10E 


5d10+12E 


3d10+10E 


4d10+12E 


2d10+2X 


1d10R 


2d10E 


1d10+9X 
2d10E 


1d10+9E 
1d10+10X 


Pen Mag 
6 30 
4 40 
8 24 
4 24 
6 12 
6 12 
5 60 
10. = =20 
12 - 
10 +20 
12 - 
10 10 
12 - 
8 30 
10 - 
2 6 
4 a 
9 2 
4 30 
9 Z 
4 12 
12 5 


Special 
Tearing 


Tearing 
Tearing, Accurate 
Tearing 
Tearing 


Tearing, 
Inaccurate 
Tearing 


Volatile, Maximal 


Overloads, 
Volatile, Blast (3) 
Volatile, Maximal 


Overloads, 
Volatile, Blast (2) 
Volatile, Maximal, 

Armorbane 

Overloads, 
Volatile, Blast (5), 

Armorbane 
Volatile, Maximal 


Overloads, 
Volatile 
Blast (3) 


Power Field, 
Unwieldy 
Tearing 


Power Field, 
Unwieldy 
Flame, Spray 


=. 


Renown 


Respected 


Respected 


Respected 


Distinguished 
Respected 
Distinguished 


Distinguished 
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PRIMARIS PLASMA WEAPONS 

When heavy armor must be cracked, or heavy 
infantry deleted, the Primaris turn to plasma 
weapons. A few are listed below. 


ASTARTES PLASMA INCINERATOR 

The Mk. III Belisarius-Pattern Plasma Incinerator is a 
refinement of Plasma Gun technology. The Plasma 
Incinerator can melt through all sorts of armor and 
poses no risk of overheat unless it is explicitly 
overloaded. 


Overload: A weapon with this quality Overloads on 
an attack roll of 91 or higher. When this happens, the 
wielder suffers energy damage equal to the weapon’s 
damage with a Penetration of 12, and the Blast (1) 
Quality. If the weapon is vehicle mounted, the 
vehicle suffers the hit instead, applying damage and 
penetration to the facing of the vehicle the weapon is 
mounted on. You’re a star now, and only shooting 
stars break the mold. 


ASTARTES ASSAULT PLASMA INCINERATOR 
Possessing a greater fire rate at the cost of weaker 
blasts of plasma, the Assault Plasma Incinerator is 
excellent for the Hellblaster on the go. 


ASTARTES HEAVY PLASMA INCINERATOR 
Rivalling a Lascannon in power, the Astartes Heavy 
Plasma Incinerator is used to bring down only the 
greatest vehicles and biotitans. 


An Astartes Heavy Plasma Incinerator requires a 
backpack-mounted power pack. 


Armorbane: Against Vehicles, Structures, and 
enemies with the Daemon Engine trait, the weapon's 
Penetration is doubled. 


ASTARTES PLASMA EXTERMINATOR 
Hand-held versions of the Plasma Incinerator, 
Inceptor Squads use Plasma Incinerators to great 
effect when clearing warzones. 


PRIMARIS LAUNCHERS 

Primaris Space Marines, at this moment, are limited 
to grenades in terms of explosive weapons, with one 
exception. 


ASTARTES FRAGSTORM GRENADE LAUNCHER 
Mounted on the back of the heavier Tacticus armor, 
the Astartes Fragstorm Grenade Launcher is fired 
with a thought, and saturates an area with explosive 
fragmentation missiles in preparation for the Primaris 
Aggressor to charge in himself. 


PRIMARIS MELEE WEAPONS 

Surprisingly, Primaris Marines lack truly exclusive 
melee specializations, but what they do have hits 
hard. Maybe Bobby G. is taking a page out of 
Sigmar’s book and waiting to open another warrior 
chamber? 


ASTARTES DISRUPTOR KNIFE 

Used by the Primaris Reivers, Disruptor Knives are 
combat knives augmented with a light power field to 
grant them additional armor-piercing power. 


ASTARTES BOLTSTORM GAUNTLET 

Modeled after the Hand of Dominion, the weapon of 
the Primarch Guilliman, the Boltstorm Gauntlet is a 
Power Fist with a rapid-fire bolter attached to it. 


An Astartes Boltstorm Gauntlet grants the user the 
Unnatural Strength (x2) trait, or increases the level of 
their Unnatural Strength trait by 1. 


ASTARTES FLAMESTORM GAUNTLET 

Well, the power fist is there. If this one is called a 
FLAMESTORM Gauntlet instead of a 
BOLTSTORM Gauntlet, what do you think this one 
has equipped? Don’t worry. I’ll wait. Take as long as 
you need. 


An Astartes Flamestorm Gauntlet grants the user the 
Unnatural Strength (x2) trait, or increases the level of 
their Unnatural Strength trait by 1. 


PRIMARIS SPECIALTY WEAPONS 
Some Primaris Specializations lack true 
characterization. They are listed here. 


REDUCTOR PISTOL 

The Reductor of the Primaris Marines has been 
augmented to punch through the Sinew Coils and 
enhanced Ossmodula. The Reductor Pistol functions 
as a normal Reductor (Deathwatch Core p. 175) but 
may be fired as a pistol with the capabilities listed. 
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Name Class Range RoF Dam 
Frag Cannon Heavy 30m S/2/- 2d 10+5X 
(Frag Round) 

(Solid Shell) - 100m S/2/- 3d10+81 
Xenophase Blade Melee - - 1d10+6R 
Heavy Thunder Melee - - 3d10+20E 
Hammer 

Guardian Spear Melee - - 1d10+12E 
(Melee, Charge) 

(Melee, Standard) Melee - - 1d10+8E 
(Guardian Bolter) Basic 100m $/3/- 1d10+9X 
Deathwatch Shotgun Basic 30m S/2/- 1d10+91 
Cryptclearer Rounds - 40m S/2/- 1d10+9X 
Xenopurge Slugs - 40m S/2/- 1d10+91 
Wyrmsbreath Shells - 20m S/2/- 1d10+9E 


DEATHWATCH SPECIFIC WEAPONS 
Because sometimes the Deathwatch sneaks 
something cool in too. 


DEATHWATCH FRAG CANNON 

The Deathwatch Frag Cannon is an all-purpose heavy 
weapon capable of combatting most enemies the 
Deathwatch faces, with both a spray of fragmentation 
shards and a solid shell for heavy duty destruction. A 
Deathwatch Frag Cannon contains a fire selector to 
swap between rounds as needed. 


Impact: If the enemy is within 30m, Damage and 
Penetration is increased to 5d10+10I Pen 12. 


XENOPHASE BLADE 
It’s a fucking Necron sword. Why bother hiding it? 


Molecular Realignment Field: Successful defensive 
field rolls must be rerolled. 


HEAVY THUNDER HAMMER 

A Heavy Thunder Hammer is capable of far more 
concussive force than its “lighter” relative, but it is 
the hammer that does the work, not the wielder. 


This weapon does not add the user's strength bonus to 
damage. A Heavy Thunder Hammer is always two- 
handed. 


Pen Mag Rid 


Special Req Renown 


0 20 3 Full Spray, Tearing 45 Distinguished 


8 “ 2 
8 z 2 


Impact - - 


Power Field, 30 
Molecular 
Realignment Field 
Power Field, 40 
Proven (3), 
Concussive (3), 
Unwieldy, 
Murderous Strike 
Power Field, 25 Hero 
Tearing, Lightning 
Blows, Balanced 
Power Field, - - 
Tearing, Lightning 
Blows, Balanced 
30 Full Tearing - - 


18 Full Scatter, Reliable 5 - 
Full Tearing, Reliable 5 
18 Full Reliable 10 


18 Full Spray, Flame, 10 
Reliable 


Distinguished 


12 - - Distinguished 
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Respected 
Respected 
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GUARDIAN SPEAR 

The legendary weapon of the Custodian Guard, and 
used by Watch Masters of the Deathwatch, the 
Guardian Spear is capable of piercing almost any 
armor and retains perfect balance for use in martial 
displays. A Guardian Spear also contains a Guardian 
Bolter, specially designed to interface with the 
Guardian Spear and fire Kraken-type penetrator 
rounds. 


A Guardian Spear possesses three profiles — the first 
is used when executing the Charge action. The 
second is used when attacking normally in melee. 
The third is for the Guardian Bolter. A Guardian 
Spear cannot be used as part of a Two-Weapon 
Fighting attack. 


Lightning Blows: If the bearer scores 4 or more 
Degrees of success on a Weapon Skill for an attack, 
he generates an additional attack. This attack cannot 
generate further attacks. 


DEATHWATCH SHOTGUN 

The Deathwatch use shotguns with a variety of anti- 
xenos special-issue magazines. These change the 
attributes of the weapon, as listed above. Prices listed 
above are per magazine. 
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ASTARTES ARMOR 


To many in the Imperium, faith may be one’s shield, 
but a solid hulk of ceramite works wonders. Listed 
here are number of Armor types available to the 
Space Marines of the 42" Millennium. Looking for 
more, like Tartaros and Cataphractii? Hop on over to 
The Good, The Bad, and the Alpha Legion. You'll 
find everything you need there. 


PRIMARIS MK. X ARMOR 

The Primaris Space Marines are equipped with power 
armor as fine as any other that has come before them. 
However, one thing is peculiar — this armor is merely 
called “Mk. X Armor.” This armor, which drew from 
both the objectively best armor (Mk. 4) and Cawl’s 
advances, was designed to be modular, and as a result 
can be classified as separate armor types, depending 
on the equipment loadout and user. As for what 
happened to Mk. 9 Armor? Well, that IS a mystery, 
isn’t it? 


All Mk. X Armor types possess standard Space 
Marine subsystems as per Deathwatch Core p. 161. 
However, each variant of Mk. X also has its own 
benefits. These benefits will either replace or add to 
the benefits granted to all Power Armor. 


Mk.X Tacticus Armor — Grants Armor 10 to all 
locations. Contains a built-in Auspex and orbital vox- 
link in the vambrace. 


Mk.X Phobos Armor — Does not suffer the normal 
penalty to Concealment and Silent Move tests. 
Suffers no penalty to manual dexterity. 


Mk.X Gravis Armor — Grants Armor 12 to all 
locations. Grants the Auto-Stabilized Trait. Gains the 
ability to mount an Astartes Jump Pack. Note that if 
an Astartes Jump Pack is equipped, the suit is also 
equipped with servo-controlled boot plates that 
negate all height damage, allowing the Primaris 
Marine to survive leaping down from high orbit. 


Mk. X Power Armor does not generate an armor 
history, as it is newly forged, and the Indomitus 
Crusade has only just come to an end after a mere 
112 years. However, the GM could decide over the 
course of the game that the criteria for an armor 
history has been met, and apply the benefits of an 
armor history, based on the player’s actions or other 
situation. This should be discussed between player 
and GM. Note that Primaris Space Marines are 
physically incapable of wearing Mk. | through Mk. 8 
armor — they’re too big. You can’t try to get an old 
pattern of armor to cheat the system and get that 
armor history you insist you really need for that super 
special build you figured out! 
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Name Class Range RoF Dam Pen Mag Rid Special Req Renown 
Ironclad Assault Centurion 30m -/-/2 2d10+2X 0 10 = =3 Full Twin-Linked 10 Respected 
Launcher 
Hurricane Bolter Centurion SOm_  ~-/6/12  1d10+9X 4 300 «3 Full Tearing, Twin- 30 Respected 
Linked 
Missile Launcher Centurion 250m _— S/-/- = e 16 Full cu 10 Respected 
Twin-Linked Flamer Centurion 20m S/-/- 1d10+9E 4 12 2 Full Flame, Spray, 10 Respected 
Twin-Linked 
Twin-Linked Centurion 20m S/-/- 2d10+14E 12 12 2Full Melta, Twin- 20 Respected 
Meltagun Linked 
Twin-Linked Heavy Centurion 150m -/-/6 1d10+12X 5 60 2 Full Tearing, Twin- 20 Respected 
Bolter Linked 
Twin-Linked Centurion 300m S/-/-  5d10+10E 10 12 2Full Proven (3), Twin- 30 Respected 
Lascannon Linked 
Grav-Cannon (with Centurion 60m $/3/5 1d10+91 10 18 4 Full Concussive (3), 40 Respected 
Grav Amp) Graviton, Tearing 
Siege Drill Centurion - - 5d10E 12 - - Unwieldy, 15 _— Respected 
(Melee) Armorbane, 
Tearing 
CENTURION WARSUIT Devastator Decimator Protocols — Suffer no 


Throwing a bone to the manlets here, a Centurion 
Warsuit is designed to turn the Manlet Marine into a 
walking tank, giving a single Astartes access to heavy 
vehicle firepower without turning him into a vehicle. 
A Centurion Warsuit grants the wearer Armor 15 to 
all locations, possesses standard Space Marine 


penalty to Ballistic Skill tests when attacking with 
two ranged weapons as per the Two Weapon Wielder 
talent, regardless of weapon class. 


Weapon Options — A Devastator Centurion mounts 
one Hurricane Bolter OR Missile Launcher (8 Frag, 8 
Krak), and one Twin-Linked Heavy Bolter OR Twin- 


subsystems as per Deathwatch Core p. 161, and costs 
60 Requisition Points to use before factoring in 
weapons. However, the wearer becomes Size 
(Enormous), with no reduction from the Black 
Carapace. The user can no longer Run or Dodge. A 
Centurion Warsuit does not generate an armor 
history. Instead, it must be selected in one of two 
configurations. 


Linked Lascannon OR Grav Cannon with Grav Amp. 


Assault Decimator Protocols — Suffer no penalty to 
Weapon Skill tests when attacking with two melee 
weapons as per the Two Weapon Wielder talent, 
regardless of weapon class. 


Weapon Options — An Assault Centurion mounts 
Ironclad Assault Launchers OR a Hurricane Bolter, a 
Twin-Linked Flamer OR Twin-Linked Meltagun, and 
Two Siege Drills. 
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RELICS OF THE VIGILANT 


The Adeptus Astartes can gain access to many relics 
from their ten-thousand-year history. From 
masterwork armor to weapons touched by the 
Primarchs themselves, the Space Marines can open 
the vaults and gird themselves with the panoply of 
the ages. What better way to show contempt to the 
xenos, the heretic, and the daemon, than by smashing 
them with a weapon blessed by demigods? Relics are 
always considered Master-Crafted, and effects to 
damage are included in their profile. They may also 
possess special qualities — read their entry carefully! 


ARMOR INDOMITUS 

An ancient suit of armor predating even the Horus 
Heresy, the Armor Indomitus is made of layered 
plates of Adamantium, and possesses a reactive 
defensive field that can be enabled guard the wearer. 


The Armor Indomitus follows the rules for Artificer 
Armor. Once per encounter, as a reaction, the bearer 
may enable the armor’s defensive field. This field has 
a Protection Rating of 60 and does not overload 
under normal circumstances. 


SHIELD ETERNAL 

A magnificently-worked Storm Shield, granted from 
Rogal Dorn to his seneschal, a bulwark against 
anything the galaxy can muster. The Shield Eternal 
follows the rules for Storm Shields. It grants a PR60 
Defensive Field, which overloads only on a 1, 
provides 4 AP to the wielding body and arm. 


Eternal Bulwark: Halve the amount of damage the 
bearer takes after accounting for Armor and 
Toughness Bonus. 


STANDARD OF THE EMPEROR ASCENDANT 
Woven from threads of spun adamantium in the early 
days of Unification, this banner is said to bear a 
psychic imprint of the Emperor himself. Its presence 
is a constant inspiration to all around it. When 
wielded by a Chapter Ancient, its true benefits are 
revealed. 


When wielded by a Chapter Ancient, allies subtract 2 
from the roll to determine if they benefit from the 
Banner of the Astartes talent. Furthermore, allies 
within 15m of the bearer automatically pass Fear and 
Pinning tests, and enemies within 15m suffer a -10 
penalty to Willpower and Fellowship tests. 


TEETH OF TERRA 

A chainsword whose origins lie shrouded in mystery 
and can be traced to no artificer. This strange weapon 
appears only when things are dire for the Chapter or 
Watch Fortress in question. When wielded by a true 
hero, it strikes with the force of a Thunderbolt. 


Rampage: For every 10 points of Horde Magnitude a 
Horde possesses, the bearer may make one additional 
attack, to a maximum of 5 attacks. 


PRIMARCH’S WRATH 

An ancient Boltgun from the personal collection of 
Primarch Roboute Guilliman, this silver-coated 
Boltgun is inscribed with treatises of tactica. It has 
struck down enemies of mankind for millennia. 
Curiously, with Roboute Guilliman’s return, its 
treatises are somewhat out of date. 


BURNING BLADE 

An ancient broadsword recovered from the Vengeful 
Spirit, the Gloriana-class flagship of Horus and 
Abbadon, the sword glows with the Emperor’s 
greatness, and cuts clear through the taint of chaos as 
the Space Marine chases their personal sun. 


Incandescent: If the bearer of the Burning Blade 
rolls a 96+ on his Weapon Skill test to hit, the bearer 
takes a single hit, inflicting 1d10+9E damage with a 
Pen of 12. While this hit cannot be dodged, parried, 
or shielded, armor and toughness bonus still apply. 


BANEBOLTS OF ERYXIA 

Once there was a Magos named Eryxia, and she was 
nuts about bolt shells. She spent her entire life 
making the perfect bolt shell, and she passed them 
out to her friends in the Deathwatch. They are 
capable of slaying any target in seconds. Banebolts of 
Eryxia may be used in any Bolt weapon. Increase 
Penetration of the weapon by 2. Increase damage of 
Bolt Pistol and Bolter variants by 3, and Bolt Rifle 
variants by 2. The weapon gains the Murderous 
Strike quality. The weapon's rate of fire is halved (to 
minimum S/-/-). Limit one magazine per team, per 
mission. Cost is per magazine. 


Murderous Strike: When triggering Righteous Fury, 
the enemy must make a Challenging (+0) Toughness 
test or die like a bitch, unless they are immune to 
instant death in some way (Touched by the Fates, 
some sort of Eternal Warrior, etc) 
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BEACON ANGELIS 

This ancient teleport homer is held within a sacred 
reliquary, and its call to orbiting augur arrays is so 
strong that it guides the Deathwatch and their allies to 
the battlefield no matter the circumstances. 


A Beacon Angelis follows the rules for Teleport 
Homer. As a Free Action, the bearer may make a 
Challenging (+0) Tech Use test. If he succeeds, 
Assets arriving by Teleportation do not scatter, but 
land at an exact point as determined by the bearer. As 
a Full Action, the bearer may make a Hard (-20) Tech 
Use test. If he succeeds, an Asset in Vox range may 
be teleported to a point within 15m of the bearer. The 
bearer must be the one summoning the Asset for this 
relic to have any effect. 


DOMINUS AEGIS 

An ornate tower shield, the Dominus Aegis can be 
slammed to the ground to produce a Bubble Shield, 
like in Halo. The Shield Eternal follows the rules for 
Storm Shields. It grants a PR60 Defensive Field, 
which overloads only on a 1, and provides 4 AP to 
the wielding body and arm. 


Aegis Dome: As a Half Action the bearer may 
deploy the Aegis Dome, granting all allies within 5m 
a PR50 Defensive Field (Overload 1-5) until the start 
of the bearer's next turn. The bearer may not move if 
the Aegis Dome is deployed. 


OSSEUS KEY 

An ancient clavis made of platinum and inlaid with 
the bones of fallen Imperial Fists of the Horus 
Heresy, it possesses one of the mightiest machine 
spirits ever seen. The Osseus Key follows the rules 
for a Clavis. Enemy vehicles, structures, and enemies 
with the Daemon Engine trait within 25m of the 
Osseus Key suffer a -10 penalty to Ballistic Skill 
tests. When the bearer is engaging an enemy vehicle, 
structure, and enemy with the Daemon Engine trait, 
he may perform one additional attack, stacking with 
talents and abilities that grant additional attacks. This 
special attack, if it hits, ignores armor and defensive 
fields. 


THIEF OF SECRETS 

A power sword whose machine spirit possesses not 
only a driving need for knowledge, but a hunger to 
destroy what it has tasted as well. The blade absorbs 
xenos blood and ichor and tunes itself to best cut 
through the enemy. The Thief of Secrets follows the 
rules for Power Swords. 


Biophage: If this weapon successfully wounds a 
target with an attack, future attacks against all targets 
of that type gain the Fleshbane quality. For example, 
successfully inflicting wounds on a Carnifex means 
all attacks against other Carnifex gain Fleshbane. 
This quality is lost once a different target is attacked. 


Fleshbane: Damage from this attack ignores 
Toughness Bonus. Armor functions normally. 


TOME OF ECTOCLADES 

A book bound in the skin of the alien, the Tome of 
Ectoclades is a handy-dandy primer on mission 
tactics against the xenos foes. Many times, the kill 
team taking a quick peek at the cliffnotes has granted 
them tactical insight to engage foes their current 
tactics have left them unprepared for. 


When purchasing this relic for a mission, the Kill 
Team declares a Mission Tactic to be held within the 
book, as well as a Codex Attack Pattern Squad Mode 
Ability and Codex Defense Pattern Squad Mode 
Ability. Once per mission, the Kill Team may, as a 
Free Action, immediately switch out their current 
Mission Tactic, along with the Codex Attack Pattern 
Squad Mode Ability and Codex Defense Pattern 
Squad Mode Ability selected as part of the Mission 
Tactic, with new ones. Oaths cannot be switched with 
this relic. This new mission tactic remains in effect 
until the end of the encounter, after which the 
original Mission Tactic is reinstated. 
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Name 
Armor Indomitus 
Shield Eternal 


Standard of the 
Emperor Ascendant 
Teeth of Terra 
Primarch’s Wrath 


Burning Blade 


Banebolts of Eryxia 
Beacon Angelis 
Dominus Aegis 


Osseus Key 
Thief of Secrets 


Tome of Ectoclades 


Class 


Melee 


Range 


Dam 


1d10+2E 


1d10+8R 


2d10+7X 


1d10+14E 


1d10+2E 


1d10+8E 


Pen Mag 


Rid 


Full 


Special 


Power Field, 
Eternal Bulwark 


Tearing, Balanced, 
Rampage 
Tearing, Razor- 
Sharp, Reliable 
Power Field, 
Incandescent 
Murderous Strike 


Power Field, Aegis 
Dome 


Power Field, 
Biophage 


Req 
75 
50 


40 
60 
80 
75 


40 
35 
50 


40 
40 


40 


Renown 
Hero 


Famed 


Famed 


Famed 


Famed 


Famed 


Famed 
Famed 


Famed 


Hero 
Famed 


Famed 
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PRITIARIS VEHICLE 
SUPPORT ASSETS 


"T thought you had said this stuff was all lost 
technology, ‘never to be reclaimed.’ I guess it doesn’t 
really matter anymore when the guy who invented 
them is back.” 


-Shas’o Sio’t Korst’la VII, on the Primaris 
vehicle pool. 


here the Manlet Marines ride in the tried and tested 
Rhinos, Sicarans, Land Raiders, and other vehicles, 
the Primaris Marines have an entirely new set of 
vehicles to use, based on the expertise of Belisarius 
Cawl and Roboute Guilliman. Of course, there’s only 
three right now, but there will probably be more 
eventually! Primaris vehicles are, naturally, larger 
and superior to their lesser cousins, and most ground 
vehicles utilize skimmer technology, once thought 
lost but restored with the return of the Horus Heresy 
Heavy Hitters. Armored forces supporting Primaris 
Marines make for a daunting foe for any enemy to 
face. 


A table of Requisition Costs are provided 
for convenience, though this may be overridden by 
the GM if the Watch Captain, Chapter Master, or 
other high-ranking figure on station deems armored 
support necessary. If a vehicle has two listed costs, 
the first cost is for use as a non-controlled Strategic 
Asset, and the second is for direct use. If there is one 
cost, then the cost is the same for both personal use 
and as a Strategic Asset. Since these are Primaris 
vehicles, and restricted to Primaris Marines, when 
calculating transport capacity, the listed number is 
the number of Primaris the vehicle may carry. 
Unless explicitly stated, Primaris vehicles may only 
transport Primaris Marines, and Manlet vehicles may 
only transport Manlet Marines — never shall the twain 
meet except in very specific circumstances! 


Speaking of Manlet vehicles, looking for 
more, like the Sicaran, Spartan, and Fellblade for 
your Manlet Deathwatch adventures? Hop on over to 
The Good, The Bad, and the Alpha Legion. You'll 
find everything you need there. 


Vehicle Req Renown 


Redemptor cs Special 
Dreadnought 

Corvus Blackstar 50 Distinguished 
Repulsor Armored 70 Distinguished 
Transport 

Astraeus Super-Heavy 120 Famed 
Battle Tank 


REDEMPTOR DREADNOUGHT 

Redemptor Dreadnoughts, invented by Fix-It-All- 
Cawl for the Primaris Space Marines, are the the 
largest variant of Dreadnought yet released. Standing 
taller than even the mighty Leviathan Dreadnoughts, 
the Redemptor possesses advanced linkages that 
allow the Primaris Marine entombed within to 
exercise control with great dexterity and speed. 
However, such is the intensity of the chassis that 
those interred are rapidly burned out, the strain of 
such a machine destroying them. 


A Redemptor Dreadnought follows the rules for 
Dreadnoughts in Rites of Battle, except for the 
following changes. 


A Redemptor Dreadnought’s tactical speed is 9m, 
and Cruise Speed is 12kph. It has 45 Structural 
Integrity, and possesses Front Armor 35, Side Armor 
35, and Rear Armor 25. Only Primaris Marines who 
have taken the Dreadnought advanced specialization 
may be interred in a Redemptor Dreadnougt. 


A Redemptor Dreadnought must equip its left arm 
with a Redemptor Fist (2d10+28E, Pen 12, Power 
Field), and have their strength bonus already included 
in the listed damage. 


Redemptor Fists come with one of the following 
weapons. 

Heavy Flamer (30m, S/-/-, 1d10+12E, Pen 6, Mag 10, 
Rid 2 Full, Flame, Spray) 

Onslaught Gatling Cannon (100m, -/-/-6, 2d10+5I, 
Pen 6, Mag 120, Rid 2 Full, Tearing) 


A Redemptor Dreadnought must equip its right arm 
with one of the following weapons. 

Heavy Onslaught Gatling Cannon (250m, -/-/-8, 
2d10+5I, Pen 6, Mag 200, Rid 4 Full, Tearing, 
Storm) 

Macro Plasma Incinerator 

-Standard (300m, S/-/-, 4d10+10E, Pen 10, Mag 20, 
Rld 6 Full, Volatile, Maximal, Blast (5), Armorbane) 
-Maximal (350m, S/-/-. 5d10+12E, Pen 12, 
Overloads, Volatile, Blast (10), Armorbane) 
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A Redemptor Dreadnought possesses two Carapace- 
mounted Fragstorm Grenade Launchers (60m, S/-/-, 
2d10+2X, Pen 2, Mag 6, Rid 4 Full, Blast (3)). 


THESE VEHICLES ARE FUCKED UP! 


Yes. You may notice that these vehicles don’t quite follow 


If the occupant so desires, a Redemptor Dreadnought the Deathwatch standard of armor values. Simply put, the 
may equip a Carapace-Mounted Icarus Rocket Pod Deathwatch armor values in Rites of Battle are fucked up. 
(100m, S/2/3, 3d10+8I1, Pen 6, Mag 15, Rid 3 Full, They were balanced around pre-errata weapons, when a 


Anti-Air (Advanced)). Lascannon inflicted 6d10+10 Pen 12 and worse. These 
vehicles have been built around Only War vehicle 
equations and numbers, and therefore fit better with post- 
errata Deathwatch weapons. 


A Redemptor Dreadnought comes pre-equipped with 
a Searchlight and Smoke Launcher by default. 


A Redemptor Dreadnought possesses the following Of course, if this change somehow hurts your feelings, 
special rule. then here is the fix to bring these vehicles up to Rites of 
Battle standards. Add 7 to the Front Armor of all non- 
superheavy vehicles except Bikes, Jetbikes, Skimmers, 
and Spacecraft, and add 5 to the Side and Rear armor of 
all non-superheavy vehicles except Bikes, Jetbikes, 
Skimmers. and Spacecraft. I don’t think this is necessary, 
but whatever. 


Unstable Internment: The Primaris Marine interred 
within the Redemptor Dreadnought possesses the 
Weight of Years trait, and rolls two die, dropping the 
lowest. 


Armour: Front 30, Side 30, Rear 25 

Crew: Pilot, Gunner 

Carrying Capacity: 12 Manlet Marines and gear. 
Terminators and Jump-Pack equipped Marines take 
two slots. A Deathwatch Bike or Jetbike takes three 
slots. A Corvus Blackstar cannot transport Primaris 
Marines of any kind. 


Weapons 
One Pilot-Operated weapon from the following list 
(Selected at Requisition). 


Twin-Linked Assault Cannon (150m, -/-/10, 
3d10+6I, Pen 6, Mag 400, Rid 6 Full, Tearing, Twin- 
Linked) 

Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 12, Rld 2 Full, Proven (3), Twin- 
Linked) 


CORVUS BLACKSTAR 
A sleek and deadly aircraft, a Corvus Blackstar 
possesses a large amount of weaponry, and can hit far 


Two Gunner-Operated Weapons from the following 
list (Selected at Requisition). 


above its size. Favored by Manlet Kill teams as a Stormstrike Missile Launcher (500m, S/-/-, 

rapid insertion vehicle that can also provide ranged 3d10+10X, Pen 12, Mag 20, Rid 4 Full, Concussive 
support at a dropsite, and pursue air supremacy (1)) 

afterwards, the Corvus Blackstar is one of the more Blackstar Rocket Launcher (150m, S/-/-, Mag 20, Rld 
popular vehicles in the Deathwatch Armor. 4 Full) 


Type: Spacecraft -Corvid Warhead (2d10+9X, Pen 6, Anti-Air 
Tactical Speed: 25 AU / 25m (Advanced)) 
Cruising Speed: 1500 kph -Dracos Warhead (1d10+9X, Pen 4, Blast (10), 


Maneuverability: +20 Ignores Cover) 


Structural Integrity: 40 


If the Kill Team so desires, a Corvus Blackstar may 
Size: Massive 


be equipped one or both of the following additional 


102 


weapons (selected at Requisition). 

Hurricane Bolter (50m, -/6/12, 1d10+9X, Pen 4, Mag 
300, Rid 3 Full, Tearing, Twin-Linked) 

Blackstar Cluster Launcher (100m, S/-/-, Mag 12, 
Rid 2 Full) 

- Frag Cluster (1d10+9X, Pen 2, Tearing, Blast (5)) 

- Infernus Cluster (1d10+12E, Pen 6, Blast (3), 
Flame, Ignores Cover) 


Special Rules 
Spacecraft 
Reinforced Hull 


Auspex Array: Failed Ballistic Skill tests of up to 
one Degree of Failure may be rerolled against ground 
targets, or enemies without a Fly or Hover speed. 


Infernum Halo-Launcher: Jink rolls of up to one 
Degree of Failure may be rerolled. 


REPULSOR ARMORED TRANSPORT 

A mere transport of the Primaris Marines is 
considered a Battle Tank in its own right. A Repulsor 
is a combination of the venerable Land Raider 
chassis with ventral anti-grav plates and thrust 
turbines, a mixture of brute force and 
maneuverability. Positively festooned with weapons, 
a Repulsor is capable of engaging any threat. 


Type: Skimmer 

Tactical Speed: 18m 

Cruising Speed: 75 kph 

Maneuverability: +5 

Structural Integrity: 45 

Size: Massive 

Armour: Front 40, Side 40, Rear 40 

Crew: Driver, Turret Gunner, Pintle Gunner, 
Ordnance-Gunner 

Carrying Capacity: 10 Primaris Marines. Primaris 
Marines in Mk. X Gravis armor take two slots. 
Primaris equipped with Jump Packs cannot be 


transported — they are too fatty! A Repulsor cannot 
transport Manlet Marines of any kind. 


Weapons 
This is gonna take a while... 


One Driver-Operated Hull-Mounted weapon from the 
following list (Selected at Requisition). 

Twin-Linked Heavy Bolter (150m, -/-/6, 1d10+12X, 
Pen 5, Mag 120, Rid 2 Full, Tearing, Twin-Linked) 
Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 12, Rid 4 Full, Proven (3), Twin- 
Linked) 


One Turret Gunner-Operated Turret-Mounted 
weapon from the following list (Selected at 
Requisition). 

Heavy Onslaught Gatling Cannon (250m, -/-/-8, 
2d10+5I, Pen 6, Mag 200, Rid 4 Full, Tearing, 
Storm). 

Las-Talon (300m, S/2/-, 5d10+10E, Pen 10, Mag 12, 
Rld 2 Full, Proven (3)) 


One Turret Gunner-Operated Turret-Coaxial weapon 
from the following list (Selected at Requisition). 
Ironhail Heavy Stubber (120m, -/-/10, 1d10+5I, Pen 
6, Mag 200, Rid 2 Full, Coaxial) 

Onslaught Gatling Cannon (100m, -/-/-6, 2d10+5I, 
Pen 6, Mag 120, Rid 2 Full, Tearing, Coaxial) 


Coaxial: If this weapon scores at least one successful 
hit against an enemy, the Primaris Marine may reroll 
failed Ballistic Skill tests when firing the main turret 
weapons against the same enemy. The hit from the 
coaxial weapon does not need to cause damage. 


Two Ordnance-Gunner-Operated Turret-Forward- 
Mounted Krakstorm Grenade Launchers (60m, S/-/-, 
3d10+4X, Pen 6, Mag 6, Rld 4 Full, Concussive (0)). 


Two Ordnance-Gunner-Operated Turret-Side- 
Mounted weapons from the following list (Selected at 
Requisition). 

Storm Bolter (100m, S/4/-, 1d10+9X, Pen 4, Mag 60, 
Rid 2Full, Tearing, Storm) 

Fragstorm Grenade Launcher (60m, S/-/-, 2d10+2X, 
Pen 2, Mag 6, Rid 4 Full, Blast (3)). 


One Gunner-Operated Pintle Weapon from the 
following list (Selected at Requisition). 

Icarus Irontail Heavy Stubber (120m, -/-/10, 1d10+5], 
Pen 6, Mag 200, Rid 2 Full, Anti-Air (Advanced)) 
Icarus Rocket Pod (100m, S/2/3, 3d10+8I, Pen 6, 
Mag 15, Rld 3 Full, Anti-Air (Advanced)) 
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Storm Bolter (100m, S/4/-, 1d10+9X, Pen 4, Mag 60, 
Rid 2Full, Tearing, Storm) 

Fragstorm Grenade Launcher (60m, S/-/-, 2d10+2X, 
Pen 2, Mag 6, Rid 4 Full, Blast (3)). 


If the Driver so desires, a Repulsor may be equipped 
with an additional Turret Gunner-Operated Turret- 
Coaxial Ironhail Heavy Stubber (120m, -/-/10, 
1d10+5I, Pen 6, Mag 200, Rid 2 Full, Coaxial). 
Seriously, how do they find the room at this point? 


Special Rules 

Skimmer 

Reinforced Hull 

Power of the Machine Spirit 
Command and Control 


Repulsor Field: Enemies attempting to charge the 
Repulsor Tank may only use their Full Move speed 
rather than their Charge Speed when performing the 
Charge action against the Repulsor. 


Auto Launchers: As a Half Action, the Driver may 
use the Repulsor’s Auto Launchers. If this is done, 
the Repulsor may fire no weapons until the start of 
the Driver’s next turn. The enemy suffers a -30 
penalty to target the Repulsor until the start of the 
Driver’s next turn. 


If the Driver so desires, a Repulsor may replace its 
Auto Launchers with two Ordnance-Gunner- 
Operated Rear-Mounted Fragstorm Grenade 
Launchers (60m, S/-/-, 2d10+2X, Pen 2, Mag 6, RlId 
4 Full, Blast (3)). What the fuck. 


ASTRAEUS SUPER-HEAVY BATTLE TANK 

A super-heavy battle tank that looks like a Halo 
Scorpion and a Command and Conquer Mastodon 
had a romantic night out, the Astraeus is a hover tank 
in the vein of the Repulsor, but on a superheavy 
scale. Longer than two Baneblades put together, the 
Astraeus is one of the largest tanks the Imperium 
possesses, with only the Capitols Imperialis of the 
Astra Militarum the Colossus Devastator of the Squat 
New Homeworlds, and the greater titans of the 
Collegia Titanicus larger. With armor that can shrug 
off most enemy fire, and loaded up with enough grav 
plates to stabilize its Accelerator Cannons, the 
Astraeus can engage any enemy and come out on top. 


Fuck yeah, Accelerator Cannons. Once lost to time, 
when Roboute Guilliman, who had firsthand 
experience with them during the design of the 
Sicaran Battle Tank, returned to the Imperium, 
naturally his innovations followed him. 


Type: Super-Heavy Skimmer 

Tactical Speed: 10m 

Cruising Speed: 30kph 

Maneuverability: -10 

Structural Integrity: 120 

Size: Titanic 

Armour: Front 45, Side 45, Rear 40 

Crew: Driver, Turret Gunner, Rear-Gunner, two 
Sponson Gunners 

Carrying Capacity: None 


Weapons 


One Driver-Operated Hull-Mounted weapon from the 
following list (Selected at Requisition). 

Twin-Linked Heavy Bolter (150m, -/-/6, 1d10+12X, 
Pen 5, Mag 120, Rid 2 Full, Tearing, Twin-Linked) 
Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 12, Rid 4 Full, Proven (3), Twin- 
Linked) 


One Turret Gunner-Operated Turret-Mounted Twin- 
Linked Macro Accelerator Cannon (500m, -/-/12, 
4d10+10X, Pen 8, Mag 240, Razor Sharp, Anti-Air 
(Advanced), Rapid Tracking, Twin-Linked) 


Rapid Tracking: This weapon inflicts a penalty to 
enemy Dodge and Jink tests equal to 5x DoS on the 
Ballistic Skill test. 


One Turret Gunner-Operated Turret-Coaxial Ironhail 
Heavy Stubber (120m, -/-/10, 1d10+5I, Pen 6, Mag 
200, Rid 2 Full, Coaxial) 
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Two Sponson-Mounted weapons from the following 
list (Selected at Requisition). 

Las-Ripper (100m, S/2/-, 4d10+10E, Pen 10, Mag 40, 
Rld 4 Full, Proven (3)) 

Plasma Eradicator 

-Standard (250m, S/-/-, 4d10+10E, Pen 10, Mag 20, 
Rld 6 Full, Volatile, Maximal, Blast (3)) 

-Maximal (300m, S/-/-. 5d10+10E, Pen 12, 
Overloads, Volatile, Blast (5)) 


One Rear-Gunner-Operated Rear-Mounted Storm 
Bolter (100m, S/4/-, 1d10+9X, Pen 4, Mag 60, RId 
2Full, Tearing, Storm) 


If the Driver so desires, an Astraeus may be equipped 
with an additional Turret Gunner-Operated Turret- 
Coaxial Ironhail Heavy Stubber (120m, -/-/10, 
1d10+5I, Pen 6, Mag 200, Rid 2 Full). 


Special Rules 

Skimmer 

Super-Heavy 

Enhanced Motive Systems 
Reinforced Hull 

Power of the Machine Spirit 
Improved Command and Control 


Enhanced Repulsor Field: Enemies attempting to 
charge the Repulsor Tank may only use their Half 
Move speed rather than their Charge Speed when 
performing the Charge action against the Repulsor. 


Dual Void Shield Generator: The Astraeus has 
two Void Shields. 


Void Shield: Void shields count as a barrier with 25 
AP. To disable a void shield, attacks must deal 20 
damage past the 25 AP. This damage is cumulative 
(to represent the void shield) slowly overloading, but 
a weapon’s Penetration has no effect on a void shield. 
Once a shield is brought down, the bearer can attempt 
to restore it by making a Difficult (10) Tech-Use 
Test. Success means the shield is restored in 1d5+5 
Rounds. This time is reduced by one Round for every 
degree of success, to a minimum of one Round. 
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CHAPTER JI: 
ANATHETIA PSYKANA 


"Simply put, you have a gift, or a curse, depending on 
your outlook. All signs point to it. You are lacking 
parts of your soul. It's the cause of all your ills, why 
your squad disrespects you, why you mysteriously 
caught ill at a pivotal time, why you try so hard and 
yet always come up short. I can teach you to sharpen 
your gift, and embark you upon the path of the 
Anathema Psykana, the Silent Sisterhood. Are you 
interested?" 


- High Lord of Terra Zlatad Aph 
Kerapliades, soul-cognomen Master Clarity, Master 
of the Adeptus Astra Telepathica, addresses a new 
group of potential Sisters of Silence, drawn from the 
Solar Auxilia. 


here are few more mysterious organizations than the 
Anathema Psykana, the Witch-seekers, the Pale 
Scourge, the Daughters of the Abyss...the Silent 
Sisterhood of the Great Tithe. From their vassal 
domains of the Somnus Citadel on Luna, the 
Magadan Orbital Construct above what was once 
Russia’s Far East, and their orbital harbor above the 
moon Titan, the Silent Sisterhood embark on their 
task to seek out those with psychic abilities in the 
Imperium, use their gifts to incapacitate and capture 
them, and process them for the Imperium’s use. 
Theirs is the Psyker Cull, the Hunt That Never Ends, 
as there shall always be psykers in the Imperium, and 
there shall always be Black Ships to acquire them. 


Every member of the Sisters of Silence is an 
Untouchable, a rare subset of humanity that casts no 
shadow in the Warp, their minds immune to psychic 
assault, their presence destabilizing to those with the 
gift of the psyker. Even amongst regular people, their 
innate wrongness causes revulsion and disgust which 
goes far beyond the uncanny valley to inspire 


outright unconscious violence in humanity and even 
xenos. Different levels of untouchables exist, and it is 
from the strongest of the strong that the Silent 
Sisterhood is formed. These are then further refined 
to the level where their very presence can tear apart 
the effects of the Warp in local areas. 


Their history is unique amongst Imperial 
organizations. The progenitors of the Silent 
Sisterhood were called the Daughters of the Crow, a 
techno-barbarian Regiment of Terra who supported 
the Adeptus Astra Telepathica’s Divisio Investigates, 
the all-psyker unit used to capture other psykers. It 
was after the loss of the world of Pentacanaes, where 
a psychic breach brought all into madness, all except 
the Daughters of the Crow, and this regiment was 
able to seek out the source of the warp breach and 
seal it. After the Cataclysm of Pentacanaes, the 
Daughters of the Crow were immediately brought 
into the fold as the Sisters of Silence, and though 
doubts persisted that the entire cataclysm may have 
been orchestrated as an experiment to test the 
Daughters, such doubts were quickly...silenced. 


Secrecy is the core of the Silent Sisterhood. 
So powerful is this directive that all take a vow of 
silence, the Vow of Tranquility, to never speak a 
word again when their training is complete. Never 
shall they make a sound, due to speech, or pain, or 
censure. They instead use a form of sign language, 
ranging from terse battle-cant to sophisticated 
flowing actions that can hypnotically enforce their 
meaning on those who watch. Beyond this, they are a 
highly trained paramilitary force, made to overcome 
all opposition in their sworn duty, from deluded 
bystanders and mind-addled soldiers to possessed 
monstrosities and warp-touched cults. Their close 
range style suits their purpose, their training and 
innate soullessness blocking out fear, and their 
strength in melee second only to those they work 
closely alongside — the Adeptus Custodes. Masters of 
shock, awe, and terror, the Sisters of Silence do not 
rest until their prey has been captured. 
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"Positively charged Blackstone is so receptive to the 
warp that normal anti-psychic defenses have no effect 
against it. The only things that have been noted to 
have an effect on positively-charged Blackstone are 
negatively charged Blackstone, which causes a 
cancellation effect or resistance depending on 
amount of Blackstone, and... the null auras of the 
Sisters of Silence." 


- Codicier Vivian, Paragon of Metal, explains the 
threat of Blackstone to the Tercio 


he ranks of the Silent Sisterhood closely resemble 
their techno-barbarian roots. Totem-like names 
designating sub-units are used alongside armor 
purposefully designed to evoke ancient imagery of 
warriors past, portcullis gorget signifying no escape 
from their gaols, and their long manes of hair, 
unshorn in all cases except for fuckups. Consisting of 
tens of thousands of witch-seekers across the 
Imperium, the Silent Sisterhood are always precisely 
where they are needed, to use their gift in the service 
of the Emperor and his household. 


To BE WITHOUT A SOUL 


Only War does not innately possess the rules for 
Untouchables. It was never intended to model a super 
special snowflake in the immense ranks of the Astra 
Militarum. And yet, here we are trying to brute force 
something together for an entire army of Untouchables. 
Unlike the mere dregs that encompass the Astra Militarum 
and the Imperialis Militia, the Sisters of Silence possess 
training on par with the Custodian Guard, yet still remain 
only human. Their stats are higher as a result, but within 
the realm of human expectation, like in systems such as 
Rogue Trader. Far harder is the modeling of the psychic 
null — there are various levels of Null according to Horus 
Heresy Book 7 Inferno, and through training the Sisters of 
Silence weaponize their abilities. We can therefore copy 
on over all the necessary talents from Dark Heresy 2, the 
system most compatible with Only War, and attribute the 
slow growth and improvement of psychic null abilities to 
training and focus, turning one’s aura from a passive effect 
to a devastating, active one. 


The second concern lies with system integration. 
The Sisters of Silence are one half of the Talons of the 
Emperor, the Emperor’s personal household forces, and 
the other half is the Adeptus Custodes. These two are 
designed to work together closely on the battlefield, two 
sides of the same coin. Can a Sister of Silence compete 
with a golden superman designed to be companions to the 
Emperor himself? This is hard to answer. While the Sisters 
of Silence in this chapter are designed to be used in 
Company Cadres of only Sisters of Silence in the Only 
War system, I believe that it is possible to run both 
Custodes and Sisters of Silence together in a combined 
game, each using their own respective system’s ruleset. 
Where Custodians are limited by rank, the freeform XP 
expenditure of the Sisters of Silence will allow them to 
keep up. Will they remain on par? No. Eventually the 
Custodian’s higher stats will overtake the Sister of Silence 
in a pure combat environment as experience totals rise, but 
the Sister of Silence’s aptitudes will allow them to 
perform actions and acquire skills outside the Custodian’s 
limited rank systems. The Sisters of Silence will be 
capable of performing actions and possess abilities that the 
Custodians cannot match, but in turn are not unstoppable 
juggernauts. My aim is to create a set of specializations for 
the Sisters of Silence that will maintain parity alongside 
their genetically-reforged brethren, while remaining within 
the realm of human expectation. 
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Creating a Sister of Silence is simple and fun! 


1. Generate your characteristics using 
whatever method the GM deems 
necessary. A Sister of Silence generates 
characteristics according to the following 
table if rolling, or uses the base value when 
assigning via point buy. 


Characteristic Value 
Weapon Skill, Ballistic Skill, 25+2d10 
Strength, Toughness, 

Agility, Perception, 

Intelligence, Fellowship 

Willpower 30+2d10 


A Sister of Silence will start with the following skills. 
Awareness, Psyniscience, Common Lore (War), 
Forbidden Lore (Anathema Psykana, The Horus 
Heresy, Psykers, The Warp), Linguistics (Battlemark, 
Thoughtmark, Orskéde), Weapon Training (Low- 
Tech) 


A Sister of Silence will start with the following 
talents. 

Fearless, Hatred (Psykers), Resistance (Psychic 
Powers), Soulless Aura, Deny the Witch, Warp 
Disruption 


A Sister of Silence starts with the Willpower 
Aptitude, retaining this aptitude at all times. 


A Sister of Silence automatically gains the Psychic 
Anathema trait below. 

Psychic Anathema: The Sister of Silence can no 
longer gain the Psyker trait or aptitude for any 
reason. They can never gain nor benefit from the 
positive effects of Psychic Powers or any other 
related unnatural talents, traits, or abilities that call on 
the Warp for power. However, they automatically 
ignore any effects resulting from Psychic Phenomena 
and gain a +30 bonus on any tests to resist effects 
from a Perils of the Warp result, and they may 
substitute the Psyker Aptitude with the General 
Aptitude for advances, skills, and talents that grant 
psychic defenses. 


2. Select your Company Cadre. This will 
heavily influence your character, granting 
them further combat abilities. 

3. Select your Specialty. This will define what 
your character does. A Sister of Silence may 
start as one of five Specializations. 


The Prosecutors are strike troopers utilizing close- 
ranged ranged weaponry. Vigilators favor melee 
weaponry and oversee the Great Tithe. Seekers are 
called on to purge rebellious crowds and intimidate 
bystanders with cleansing fire as they hunt their 
enemies. Pursuers are beast handlers and hunters who 
act as outriders and scouts alongside their pets. 
Finally, the Questora are specialist investigators who 
investigate those who aid the psyker, as well as 
conduct lightning raids against them. 


4. Generate your Movement, Wounds, Fate, 
and Experience points as normal. A Sister 
of Silence begins the unending hunt with 
600 starting Experience to spend. 


A Sister of Silence generates Fate Points from the 
following table. 


Dice Result Fate Points 


1 1 
2-5 2 
6-9 3 
10 4 


A new Silent Sisterhood Cadre will begin with a 
Logistics Rating of 40. 


There are no other changes from Only War Core 
here. 


5. Note your Starting Equipment. Remember 
to note down your equipment from your 
specialty. 


6. Handle the Small Details. Consider what 
your Sister of Silence looks like, their 
demeanor, what kinds of battles they fought 
in. 


7. Play the game. Finally! For the Emperor! 


109 


COoOmPANY-CADRE 
CADRE TACTICS 


"The threat of the Old Slann Armigers has reached 
critical mass. Begin deployment of the Anathema 
Psykana. Attach to high-value Tercios, to provide 
psychic defense." 


- Codicier Vivian, Paragon of Metal, explains the 
threat of Blackstone to the Tercio 


he ranks of the Silent Sisterhood are organized into 
Company-Cadres, highly focused paramilitary 
formations that specialize in specific tactics. These 
Cadres are identified by coded designation that seem 
primitive, totemistic, or even barbaric depending on 
the reader. This belies their complexity, as each 
Company Cadre is drilled with merciless precision 
such that, when leaving the Black Ships for a specific 
mission, their skillset is perfect for the task at hand. 


The Sisters of Silence do not organize 
themselves into regiments, which imply variations 
and differences in training. All Sisters of Silence 
possess the same level of training, and it is their 
specialty that determines their unique skills and 
abilities. Company-Cadres are thus slightly different 
— during preparation for a mission, before the Sisters 
of Silence are deployed, the players must select a 
Cadre Training, granting the two listed Cadre Tactics 
that their Company-Cadre will benefit from until the 
completion of the mission. Essentially, the Sisters of 
Silence get what would normally be Regiment 
abilities front-loaded during character creation, and 
Cadre Training selections are per-mission swappable 
abilities, more akin to the Oaths, Mission Tactics, and 
Rites of War that Deathwatch uses. 


CADRE TRAINING — CRUSADER 

The Cadre has dedicated itself to close quarters 
combat, resolving to close the distance no matter the 
cost. A Cadre who have trained as Crusaders can 
cross battlefields in the blink of an eye, and once 
there, allow none to escape. 


Crusader: The character may add their Agility 
Bonus to the distance they charge, after multipliers 
such as Preternatural Speed. Furthermore, at the end 
of their round, the Sister of Silence may roll 1d5, and 
add this value to the number of Horde or Formation 
enemies killed in melee combat for that round. 


Executioner: When a Sister of Silence successfully 
kills an enemy in melee combat, or destroys a 
Formation or Horde in melee combat, they may 
spend a Fate Point to immediately make a single 
Charge attack against a separate enemy in range as a 
Free Action. This may be performed despite the one 
attack action limit per round. This bonus attack 
cannot bounce to further targets should the new target 
be killed or destroyed as well. 


CADRE TRAINING — OVERAWE 

The Cadre has become an offensive force on the 
battlefield, cutting through light chaff as if it were 
nothing. Cadres specializing in Overawe tear through 
hordes and spread fear into the hearts of their 
enemies as they wade through the field of corpses. 


Overawe: When attacking Formations or Hordes in 
melee, the character inflicts +1 Formation or 
Magnitude damage on every successful hit. 


Killer Queen: At the start of their turn, the Sister of 
Silence may spend a Fate Point to gain the Fear (1) 
trait until the start of their next turn. The level of the 
Fear trait is increased according to the following 
table, to a maximum of Fear (4), based on any 
enemies the Sister of Silence kills during their round. 


Enemy Fear Increase 
10 points of Formation / +1 
Magnitude Damage 

Troop-class Enemy +1 

Elite-class Enemy +2 
Master-class Enemy +3 
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CADRE TRAINING — STEALTH 

The Cadre are masters of infiltration and stealth, able 
to sneak into any fortress or complex, and remain 
unseen. Their expertise in the use of cover is focused 
to a startling degree. 


Stealth Expert: The character may attempt a Stealth 
test as a free action and may do so even while being 
observed. Attacks made from concealment are treated 
as Surprise attacks. 


Infiltrate: When utilizing defensive cover, bonuses 
granted to Stealth tests by visual and environmental 
conditions are doubled, and penalties to enemy 
Weapon Skill and Ballistic Skill tests to hit the Sister 
of Silence due to visual and environmental conditions 
are doubled as well. 


CADRE TRAINING — HUNTER 

The Cadre are masters of hunting down rogue 
psykers. They are granted the tools to properly find 
and capture enemy psykers and are proficient in 
ranged combat to strike and disable their prey from 
afar. Many rogue psykers consider themselves 
hunters among prey, and thus, to become a Hunter of 
Hunters is akin to a sacred covenant, an oath to 
safeguard the Imperium against warp-drunk 
monsters. 


Rapid Response: The Cadre is granted the use of a 
Kharon-Pattern Acquisitor for the duration of the 
mission. 


Hunter of Hunters: If a Psyker within a number of 
meters equal to 10x the Sister of Silence WP bonus 
attempts to manifest a psychic power, the Sister of 
Silence may perform a single shot ranged basic attack 
as a Reaction. If this ranged attack successfully 
damages the target, the Psychic power is nullified as 
the concentration and ritual is disrupted. 
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SILENT SISTERHOOD 
SPECIALTIES 


"Just what kind of favors does the Executor have 
Stored up?" 


- Sub-Lieutenant Jackson of the Solar Auxilia, upon 
seeing the Solaris Crusade organized. 


isters of Silence are a fusion of law enforcement and 
secular military order. Their training is specialized 
for the destruction and acquisition of enemy psychic 
targets. However, all Sisters of Silence are close- 
ranged, the better to take advantage of their unique 
gift. 


The command organization of the Sisters of 
Silence is simple. An initiate begins as an acolyte 
also referred to as a Sister-In-Waiting, with three 
ranks. Null Maidens who have finally taken the Vow 
of Tranquility and have just begun their training that 
will turn them into true Talons of the Emperor are 
organized into three further ranks. Seekers comprise 
the first rank, Prosecutors the second, and Vigilators 
the Third. Further specialist units such as the 
Pursuers, Aquilai Astra, Questora can be found, 
branching off these lines. 


The forces of the Silent Sisterhood are not for 
beginners, however. It is advised that you have a 
handle on how the game works, and an understanding 
of what makes the Anathema Psykana tick, usually 
by reading the appropriate codex or Imperial Armour 
book, before generating your Null Maiden. 
Furthermore, some of the specialties in this book, as 
opposed to the ones that came before, will be 
hardpressed to fit in, even as a Support Specialist. It 
is highly advised you take a moment to sit with your 
GM and discuss things before playing a Sister of 
Silence — after all, nobody likes a passive aggressive 
fuck mucking everything up. 


A NOTE ON ADVANCED 
SPECIALTIES 


Other Only War books deal mainly with 
the run of the mill line troopers of the 
Astra Militarum. The specialties in this 
book are designed as standalone, and do 
not mesh well with the Astra Militarum 
specialties from the other books. It is 
advised for GMs to disallow swapping to 
an advanced specialty from these basic 
specialties, or vice versa, as the Silent 
Sisterhood are far removed from normal 
people. 


Talents, Orders, and Skills, on the other 
hand? Free reign. A specialist attached to a 
regular squad can work too. 
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SEEKER 


Sister of Silence begins her path as a Null Maiden, 
and upon the completion of her initial vows, she is 
placed in the ranks of the Seeker. While the primary 
role of the Anathema Psykana is to hunt, the Seekers 
are mainly called upon to purge. Unsubtly destroying 
enemy forces and tainted genetic threats alike, the 
Seekers are used also to pacify rebellious crowds and 
bystanders by any means necessary, looking up to 
and seeking to emulate their senpais the entire way 
forward. 


A flamer is a simple weapon and does not 
require much skill in aiming. Therefore, it is perfect 
for beginners, for newly-inducted Seekers must learn 
the best ways to purge enemies before they branch 
off to more specialized ranks. Seekers reaching the 
pinnacle of their craft, however, may drop the 
flamers, and embrace the more specialized Assault 
Needler. It is in the ranks of the Seeker that a Null 
Maiden learns the application of tactics, such as the 
denial of escape routes and ambushes. However, they 
are also deployed in specific locations intended to 
maximize intimidation of populations into 
compliance, just another way of weaponizing their 
soulless aura. A Seeker is equipped for such 
missions, however, and will not hesitate to burn 
entire areas to the ground. 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Characteristic Bonus: +5 Toughness 


Starting Aptitudes: Ballistic Skill, Toughness, 
Perception, Defense, Finesse 


Starting Skills: Intimidate, Logic, Scrutiny 


Starting Talents: Vigilant, Cleanse and Purify, 
Weapon Training (Flame) OR Exotic Weapon 
Training (Needle) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, 3 Frag Grenades, 3 Krak Grenades, 
3 Psyk-Out Grenades, One Good-Craftsmanship 
Mono-Sword, One Good-Craftsmanship Flamer OR 
One Good-Craftsmanship Assault Needler. 


Wounds: 10+1d5 


Has a Comrade? Yes 
SEEKER ADVANCES 


ERADICATION PROTOCOL 

Type: Passive 

Cost: 300xp 

Effect: When the Seeker attacks a Formation with a 
ranged Flame weapon, the number of hits inflicted 
is equal to 1d5+X, where X is equal to the Seeker’s 
Ballistic Skill Bonus. When attacking Hordes with a 
ranged Flame weapon, the Seeker inflicts a number 
of bonus hits equal to her Ballistic Skill bonus. 


COUNTER-AMBUSH 

Type: Passive 

Cost: 500xp 

Effect: The Seeker gains a bonus equal to 5x the 
enemy’s Psy Rating to Opposed Awareness tests. 
When the Seeker wins an Opposed Awareness test 
to detect an ambush, hidden enemy, or other 
situation where a Surprise Round in the enemy’s 
favor would occur, the Seeker may immediately 
perform a Full Action of her own, and allies receive 
a half action of their own during the Surprise 
Round. 
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PROSECUTOR 


he second rank a Null Maiden enters upon induction 
into the Anathema Psykana is that of the Prosecutor. 
A Prosecutor is the most common of foot soldiers in 
the Silent Sisterhood, strike infantry for general tasks. 
Prosecutors specialize in open engagement of massed 
targets, using boltguns similar to those used by the 
Space Marines. It is in the ranks of the Prosecutor 
that a Null Maiden learns to channel the fanatic 
discipline her order is known for, as well as the 
acquisition of general combat experience against a 
wide variety of enemies. 


While newly inducted Prosecutors are equipped with 
common bolters and close combat weapons, 
experienced Prosecutors are known to dual-wield bolt 
pistols to support other Silent Sisterhood units in 
close quarters combat, once they have achieved 
enough refinement of their psychic nullification. This 
form of hit-and-run combat is riskier to the 
Prosecutors, but sometimes it is necessary to close 
the gap to disable enemy psychic abominations. 
While many Sisters of Silence move on to further 
ranks once their tutors deem them ready, some 
remain to guide the next rank as Mistresses. 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Characteristic Bonus: +5 Ballistic Skill 


Starting Aptitudes: Ballistic Skill, Agility, 
Intelligence, Offense, Finesse 


Starting Skills: Acrobatics, Dodge, Tech Use 


Starting Talents: Deadeye Shot, Two Weapon 
Wielder (Ranged), Weapon Training (Bolt) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, 3 Frag Grenades, 3 Krak Grenades, 
3 Psyk-Out Grenades, One Good-Craftsmanship 
Mono-Sword, One Good-Craftsmanship Umbra- 
Pattern Bolter OR Two Good-Craftsmanship 
Umbra-Pattern Bolt Pistols. 


Wounds: 10+1d5 


Has a Comrade? Yes 
PROSECUTOR ADVANCES 


DISRUPTOR SALVO 

Type: Passive 

Cost: 300xp 

Effect: When the Prosecutor successfully hits an 
enemy with a ranged attack at least once, that 
enemy reduces their Psy Rating by 1 for every hit, 
and may not Push powers, until the start of the 
Prosecutor’s next turn. 


FANATIC DISCIPLINE 

Type: Passive 

Cost: 600xp 

Effect: The Prosecutor’s ranged attacks against 
enemies inflict additional damage and gain 
additional penetration equal to the enemy’s Fear 
Rating. 
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VIGILATOR 


igilators are the final level of basic line trooper in the 
Anathema Psykana. They are the senior tactical 
formation and have focused their fanatic discipline to 
a point where they are entrusted with the glory of 
melee combat. Regardless of the target, be it a single 
psyker or warp cult thousands strong, the Vigilators 
will clear it. Vigilators are often used to seek out and 
destroy enemy command positions, so that other 
Silent Sisterhood units can chase down and eliminate 
the scattered resistance. Of the specializations in the 
Silent Sisterhood, the only ones who can match their 
skill in melee are the ranks of the Oblivion Knights. 


The weapon of the Vigilator is the 
Execution Blade, a weapon from ancient times used 
to behead the enemy in a single stroke. It is as much a 
psychological weapon as it is a physical one, as even 
in ancient times, one of the most reliable ways to kill 
a witch was to remove its head. Some things never 
change in 40,000 years. Outside of battle, it is the 
Vigilators who stand, well, vigil upon the Great 
Tithe, and escorting individuals to the Black Ships, 
always ready to perform the duties of their office 
against any who resist. 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Characteristic Bonus: +5 Weapon Skill 


Starting Aptitudes: Weapon Skill, Strength, 
Toughness, Offense, Defense 


Starting Skills: Athletics, Intimidate, Parry 


Starting Talents: Takedown, Furious Charge, 
Weapon Training (Bolt, Power) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, 3 Frag Grenades, 3 Krak Grenades, 
3 Psyk-Out Grenades, One Good-Craftsmanship 
Execution Blade, One Good-Craftsmanship Umbra- 
Pattern Bolt Pistol 


Wounds: 12+1d5 


Has a Comrade? Yes 
VIGILATOR ADVANCES 


DEATH MARK 

Type: Passive 

Cost: 300xp 

Effect: Once per mission, during any encounter, as 
a Free Action, the Vigilator may make a 
Challenging (+0) Intimidate test. If this test is 
successful, the Vigilator may declare an enemy or 
formation in that encounter to have their Death 
Mark. The Vigilator and allies in her Squad may 
reroll failed Weapon Skill and Ballistic Skill tests of 
up to one degree of failure, and Damage rolls of 1 
or 2, against the Death-marked enemy or formation. 


PSYCHIC ACQUISITION 

Type: Passive 

Cost: 500xp 

Effect: Enemies with a Psy Rating suffer a penalty, 
equal to 5x the amount the Vigilato’s Untouchable 
Rating, to Toughness tests to resist the Stun 
condition caused by the Vigilator’s melee weapons 
and talents. 


115 


F 


PURSUER 


or that special type of Sister who prefers to go 
outside and do stuff, the ranks of the Pursuer call. 
The Pursuers are beast handlers and hunters of the 
Silent Sisterhood. It is they who track down fleeing 
enemies, flushing them out of hiding either by 
themselves or with their beasts. Deploying far from 
the bulk of the detachment, the Pursuers are given 
enough space to do their work. 


Pursuers of the Silent Sisterhood are not 
loners. Following them into battle are cybernetically 
enhanced jackals, clouds of Steeltalon hawks, and 
other varied kinds of animal friends. Controlled and 
guided by taps into a wristpiece, the Pursuer’s animal 
friends will identify threats and relay their sight and 
hearing directly to their handler. While Cyber-jackals 
are used for both their endurance and the terror they 
cause, Steeltalon hawks are often used in urban 
environments, where their small size and extreme 
maneuverability can make use of the varied cover 
offered by narrow streets and tall habs. The Pursuers 
extend the range of the Cadres far beyond human 
ability. 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Characteristic Bonus: +5 Perception 


Starting Aptitudes: Toughness, Agility, 
Perception, Fieldcraft, Defense 


Starting Skills: Charm, Navigate (Surface), 
Survival 


Starting Talents: Double Team, Tireless, Weapon 
Training (Bolt) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, 3 Frag Grenades, 3 Krak Grenades, 
3 Psyk-Out Grenades, One Good-Craftsmanship 
Mono-Sword, One Good-Craftsmanship Umbra- 
Pattern Bolt Pistol 


Wounds: 12+1d5 


Has a Comrade? Sort of. Select one Steeltalon 
Hawk or one Cyber-Jackal as an animal friend. 


PURSUER ADVANCES 


CYBER-HANDLER 

Type: Passive 

Cost: 300xp 

Effect: The Pursuer gains an extra animal friend, 
either one Steeltalon Hawk or one Cyber-Jackal. 
She can select this advance a number of times equal 
to her Perception bonus. 


BEAST CONTROL TACTICS 

Type: Passive 

Cost: 600xp 

Effect: Working together with their animal friends, 
the Pursuer strikes enemies from all angles. Once 
during each of her Turns, the Pursuer may make a 
Challenging (+0) Survival test as a Half Action. If 
she succeeds, she can have up to one of her animal 
friends, plus one additional animal friend per degree 
of success she scores beyond the frst, make a Half 
Action Melee Attack Action or Ranged Attack 
Action against a target within range. For this attack, 
the animal friend uses the Pursuer’s Weapon Skill 
or Ballistic Skill in place of its own relevant 
Characteristic. This test gains a bonus equal to 5x 
the enemy’s Psy Rating if they possess one. 


(QUESTORA 


member of the Anathema Psykana is not just a 
warrior, they are hunters and investigators. While 
most of the ranks are line troopers, and the Pursuer 
Cadres are excellent hunters, the task of investigation 
falls to the Questora. Conspiracies to conceal or hide 
psykers fall flat when the Questora are on the case, 
and Cadres of Questora, the Excruciatus Cadres, are 
deployed to put an end to nascent warp cults before 
they begin. It is their solemn responsibility to ensure 
nothing disrupts the Imperial Tithe. 


Rather than a pure combat role, the ranks of 
the Questora are populated by the perceptive, the 
quick-witted, and the resolute. They are masters of 
questioning and interrogation, only appearing upon 
the battlefield to perform raids and tactical assaults. 
Of the Silent Sisterhood, the most esoteric of 
weapons are found in their possession, from needlers 
and stake crossbows, to poisons and tools to lay 
down even the mightiest enemies. When all is said 
and done, all that is left are shadows in the dark. 


organisation that 


By isiso tant and- 
> . 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Characteristic Bonus: +5 Fellowship 


Starting Aptitudes: Agility, Intelligence, 
Perception, Fellowship, Social, Fieldcraft 


Starting Skills: Inquiry, Interrogation, Medicae, 
Stealth 


Starting Talents: Ambush, Foresight, Weapon 
Training (Low Tech, Bolt), Exotic Weapon 
Training (Needle) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, Common-Craftsmanship Spectra- 
Vestments, 3 Frag Grenades, 3 Krak Grenades, 3 
Psyk-Out Grenades, One Good-Craftsmanship 
Charnabal Sabre, One Good-Craftsmanship Umbra- 
Pattern Bolt Pistol, One Good-Craftsmanship 
Assault Needler OR Stake Crossbow 


Wounds: 10+1d5 


Has a Comrade? Yes. 


QUESTORA ADVANCES 


WITCHFINDER 

Type: Passive 

Cost: 300xp 

Effect: When fighting enemies with a Psy Rating, 
the Questora gains a bonus to Weapon Skill and 
Ballistic Skill tests equal to 5x the enemy’s Psy 
Rating. 


INFILTRATOR 

Type: Passive 

Cost: 600xp 

Effect: The Questora inflicts a penalty equal to 5x 
the Questora’s Untouchable Rating to opposed tests 
against the Questora’s Stealth and Interrogation 
tests. In addition, during the first round of combat a 
Questora attacks from stealth, the Questora gains 
the Fear (1) Trait. 
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ADVANCED 
SPECIALTIES 


"IT did not want to deploy many cadres to the Solaris 
Crusade, but it seems that your mechanical man is 
making do. I never expected he would begin training 
new forces in-situ. Just what else are you hiding, 
Fabricator General?" 


- High Lord of Terra Zlatad Aph Kerapliades, soul- 
cognomen Master Clarity, Master of the Adeptus 
Astra Telepathica, in idle chit-chat with the 
Fabricator General of Mars. 


pon completion of their service in the line forces, 
many Sisters of Silence advance deeper into the 
organization’s hierarchy. Upon reaching the vaunted 
ranks of command, the Sister must make a choice, 
and decide where their calling takes them. The 
Chamber of Oblivion is a militant subfaction of the 
Silent Sisterhood, comprising the Oblivion Knights 
and Knights Centura, who are the greatest fighters 
and commanders of the Anathema Psykana, and 
those of a martial bent find themselves here. The 
Chamber of Judgement comprises the Silent Judges, 
who handle the Tithe and all related matters, 
including those who resist it, the cataloguing of the 
psyker’s gift, and the execution of those who are 
unable to be processed, a danger to humanity. 


These advanced specialties are available 
only to Sisters of Silence at their first and subsequent 
milestones. They allow a Sister of Silence to branch 
into new ways of fighting, or open new skills. A 
Sister of Silence retains the option to switch to other 
Sister of Silence Specialties or dedicate to their 
current Specialty. All are drawn from Horus Heresy 
Book 7 Inferno, except for places where I had a bit of 
fun, and additional specialties will be added to the list 
of available once the appropriate books are released. 


One thing of note regarding the Advanced 
Specialties of the Sisters of Silence is their 
malleability. Where most Advanced Specialties have 
a choice of talents, these instead have a choice of 
Aptitudes. Given how Sisters of Silence characters 
will enter these Advanced Specialties a variety of 
ways, the decision was made to make them 
customizable and appeal to a number of different 
basic specialties. 
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OBLIVION KNIGHT 


Oe kniiiights, like Oblivion daaaaays... 


Oblivion Knights are a martial elite subsect 
of the Silent Sisterhood. Their records as warriors are 
proven, and the strength of their null aura is without 
compare. The Oblivion Knights are rarely deployed, 
for when they are, it means things are up shit’s creek. 
The collection of alpha-plus psykers, quelling of 
warp cult uprisings, and even warp-touched 
population purges are all seen as rare, but necessary, 
occurrences. Rarer still is it for Excertus Imperialis 
and Astra Militarum soldiers to witness such things 
personally. Such things tend to scar the observer. 


The Oblivion Knight Cadres are not well 
liked. Inspiring pervading unease amongst the 
Astartes forces, outright terror in the forces of the 
Excertus Imperialis and Astra Militarum, and deemed 
“disruptive” by the Mechanicum, the Oblivion 
Knights are dispatched as a temporary measure when 
psychic enemies are expected, and barely tolerated as 
a necessary bane to engage such enemies. In the days 
of the Great Crusade and the Age of Darkness, they 
were the greatest weapon against the psychic 
tomfoolery of the Thousand Sons, and in the days of 
the Cicatrix Maledictum and the return of Guilliman, 
they remain the premier anti-warp soldiers, turning 
their devastating aura outward into the invading 
waves of daemons washing over Terra itself. 


SISTERS ° 


as . 
(4, . 
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STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Starting Aptitudes: Weapon Skill OR Ballistic 
Skill, Strength, Toughness OR Agility, Offense, 
Defense, Finesse 


Starting Talents: Sure Strike, Killing Strike, 
Weapon Training (Plasma), Exotic Weapon 
Training (Proteus) 


Specialist Equipment: Best-Craftsmanship Vratine 
Armor, Common-Craftsmanship Voidsheen Cloak, 
3 Frag Grenades, 3 Krak Grenades, 3 Psyk-Out 
Grenades, One Best-Craftsmanship Plasma Pistol, 
One Best-Craftsmanship Execution Blade OR 
Good-Craftsmanship Proteus Neuro-Lash 


Has a Comrade? Yes. 
OBLIVION KNIGHT ADVANCES 


SOUL PIERCE 

Type: Passive 

Cost: 300xp 

Effect: The Oblivion Knight adds the enemy’s Psy 
Rating (before reductions) to the damage they 
inflict with Melee and Ranged weapons. 
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OBLIVION KNIGHT ADVANCES 


NULL TRIGGER 

Type: Passive 

Cost: 600xp 

Effect: The Oblivion Knight focuses her mind inward, reaching for the true power that the Pariah Gene 
grants. The Oblivion Knight acknowledges, accepts, and embraces her role as a monstrosity, and forces it 
outward, against all enemies. Sight bound in a curtain of red, the psychic forces around her finally silenced, 
the Oblivion Knight has become an unstoppable avatar of destruction. 


To trigger Null Trigger, the Sister of Silence must spend a Fate point, and succeed at a Challenging (+0) 
Willpower test as a Free Action, gaining a +10 to the test if she is heavily wounded, and a further +10 if 
they are critically-wounded. If the test is failed, the fate point is not considered spent. If the test is 
successful, the Oblivion Knight immediately gains the From Beyond, Stuff of Nightmares, Unnatural 
Strength (X), Unnatural Agility (X), and Regeneration (X) traits, where X is equal to the amount the 
Oblivion Knight reduces the enemy’s Psy Rating by. This effect lasts for a number of rounds equal to half 
the Oblivion Knight’s Willpower Bonus, rounded down. 


Bang, bang, bang, pull my Null Trigger. 
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KNIGHT-CENTURA 


t the highest ranks of the Chamber of Oblivion lie the 
Knights-Centura. Knights Centura are drawn from 
the ranks of the Oblivion Knights, to act as battlefield 
commanders for the Silent Sisterhood. Their seniority 
is backed up by their proven record on the many 
battlefields of the Imperium, and their equipment is 
the finest the Imperium can muster. They are dual- 
tasked with both the supervision of the Imperial 
Tithe, and the destruction of rogue psykers too 
dangerous to capture, and therefore too dangerous to 
live. 


When an Oblivion Knight-Centura begins 
her training, the first thing she learns is the 
importance of mobility and positioning — after all, 
spacing one’s forces out when each has a psychic- 
nullifying “bubble” is paramount when engaging 
mass enemies. The most trusted eventually receive 
bodyguards called Raptor Guard, drawn from the 
elite of the Oblivion Knights, and who display 
unnatural skill with their blades. 


An Oblivion Knight-Centura is the unquestioned 
mistress for her mission force, not only by those she 
works alongside, but for those she commands, respect 
earned through decades of service, lifespans extended 
by rejuvenat treatments used by the Imperium’s 
nobility. The scars of an Oblivion Knight-Centura, be 
it physical or psychological, are revered by lower- 
ranked Sisters of Silence, and sometimes even those 
of nominally equal rank. An Oblivion Knight- 
Centura’s wisdom is guaranteed to carry the day, and 
stave off the threat of the psyker, so that the 
Imperium may prosper. 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Starting Aptitudes: Weapon Skill OR Ballistic 
Skill, Intelligence, Fellowship, Offense OR 
Defense, Leadership, Finesse 


Starting Talents: Air of Authority, Iron Discipline, 
Weapon Training (Plasma, Power) 


Specialist Equipment: Master-Crafted Artificer 
Armor, Common-Craftsmanship Enhanced 
Voidsheen Cloak, 3 Frag Grenades, 3 Krak 
Grenades, 3 Psyk-Out Grenades, One Best- 
Craftsmanship Archeotech Pistol, One Best- 
Craftsmanship Execution Blade OR Good- 
Craftsmanship Paragon Blade 


Has a Comrade? Yes. 


Special: To enter this Advanced Specialty, one 
must first have entered the Oblivion Knight 
Advanced Specialty at least once. 


KNIGHT-CENTURA ADVANCES 


LAURELS OF VICTORY 

Type: Passive 

Cost: 300xp 

Effect: When determining initiative at the start of 
an encounter, the Knight-Centura and her squad 
may reroll their Initiative rolls. Furthermore, at the 
start of the encounter, after initiative is determined, 
but before combat begins, the Knight-Centura and a 
number of allies up to the Knight-Centura’s 
Intelligence bonus may immediately perform a Half 
Move action. 


RAPTOR GUARD 

Type: Passive 

Cost: 600xp 

Effect: The Knight-Centura and allies within her 
Cadre gain the Unnatural Weapon Skill (X) trait, 
where X is equal to half the Knight-Centura’s 
Fellowship Bonus. As a Half Action, the Knight- 
Centura may make a Challenging (+0) Command 
test. If the test is successful, the value of the 
Unnatural Weapon Skill trait becomes equal to the 
Knight-Centura’s Fellowship Bonus until the start 
of the Knight-Centura’s next turn. 
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SILENT JUDGE 


n comparison to the overt methods of the Chamber of 
Oblivion, the Chamber of Judgement is far subtler. 
Drawn from the ranks of the Questora, the Silent 
Judges of the Silent Sisterhood are scholars and 
researchers first, which gives them an edge on the 
battlefield, both in being able to identify and figure 
out the best way to destroy a foe, and knowledge to 
operate the most dangerous weapons imaginable to 
perform that task. They retain their duty as 
investigators and are often the ones leading the 
lightning raids the Questora cadres must undertake. 


Silent Judges have mastered the art of 
detecting psykers and have refined their capture and 
interrogation techniques to lethal perfection. They 
strike abject terror in allies outside the Silent 
Sisterhood, for they can identify the presence of 
nearby psykers with uncanny accuracy, instantly sift 
truth from lies, and wring answers from even the 
most resistant of witnesses. Armed with weapons 
from the mind-breaking neuro-lash to the 
disintegrating power of Adrathic weaponry, the Silent 
Judges are equipped to take down even the most 
nightmarish foes. 


PREPARE TO GET FUCKED BY THE 
LONG HARD DICK OF THE LAW 


STARTING APTITUDES, TALENTS, 
AND MODIFIERS 


Starting Aptitudes: Ballistic Skill OR Weapon 
Skill, Intelligence, Fellowship, Social, Knowledge, 
Fieldcraft 


Starting Talents: Duelist, Infused Knowledge, 
Weapon Training (Power, Plasma, Low-Tech), 
Exotic Weapon Training (Adrathic, Needle) 


Specialist Equipment: Common-Craftsmanship 
Vratine Armor, Common-Craftsmanship Spectra- 
Vestments, Good-Craftsmanship Refractor Field, 3 
Frag Grenades, 3 Krak Grenades, 3 Psyk-Out 
Grenades, One Best-Craftsmanship Needle Pistol, 
One additional Best-Craftsmanship Needle Pistol 
OR one Best-Craftsmanship Plasma Pistol OR one 
Common-Craftsmanship Adrathic Destructor, One 
Best-Craftsmanship Proteus Neuro-Lash OR Good- 
Craftsmanship Execution Blade, one Nuncio-Vox 


Has a Comrade? Yes. 


SILENT JUDGE ADVANCES 


INSTRUMENTS OF TORMENT 

Type: Passive 

Cost: 600xp 

Effect: While engaged in melee with only a single 
opponent who is not engaged in melee with anyone 
else, the Silent Judge’s melee weapons gain the 
Instant Death quality. 


LETHAL PERFECTION 

Type: Passive 

Cost: 400xp 

Effect: The Silent Judge inflicts a penalty equal to 
5x the enemy’s Psy Rating to tests made to resist 
the Instant Death quality of weapons. 
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NEW TALENTS 


"The nullifying abilities of a Sister of Silence are 
proportional to the amount one dedicates oneself to 
them. Do not think there are shortcuts. No matter 
how you may try, you cannot ‘dabble’ in such 
endeavors." 


- High Lord of Terra Zlatad Aph Kerapliades, soul- 
cognomen Master Clarity, Master of the Adeptus 
Astra Telepathica, supervising the training of new 
Silent Sisters. 


Sister of Silence’s power stems from her Pariah 
Gene, the unique trait that grants her a soulless aura, 
and the ability to strengthen it. While research into 
the Pariah Gene itself is forbidden by the decree of 
the Emperor himself, its use in warfare is permitted 
by a select few — the Silent Sisterhood, the Culexus 
Clade of Assassins, and the Ordo Sinister among 
them. Through arcane training and practice, the Silent 
Sisterhood improve the effectiveness of their Pariah 
Genes, causing a debilitating effect on psykers, warp 
cults, and eventually, even Daemons. 


Talents in this section are available for all 
Sisters of Silence to take. They are drawn mostly 
from DH2, as that system is closest to Only War, and 
thus aptitudes and requirements match closest. 
However, there are new ones as well, based on 
capabilities listed in books such as Emperor’s Legion 
and Horus Heresy 7 Inferno. The following talents 
are appropriate for use in both the Great Crusade / 
Age of Darkness and the modern Age of Guilliman. 
As more books are released, and the capabilities of 
the Sisters of Silence are expanded, so too will this 
list be added to over time. 


SOULLESS AURA 

Tier: | 

Prerequisite: Willpower 30 

Aptitudes: Willpower, Defense 

Effect: Enemy characters within a number of meters 
of the Sister of Silence equal to her Willpower Bonus 
suffer a —10 penalty to all Charm and Deceive tests. 


DENY THE WITCH 

Tier: | 

Prerequisite: Willpower 35 

Aptitudes: Willpower, Defense 

Effect: The Sister of Silence may use her Willpower 
characteristic when making an Evasion Reaction 
against ranged or melee attacks against her made 
with psychic powers. When successfully evading an 
attack with an area of effect, the Sister of Silence 
does not move but instead is simply unaffected by the 
psychic power. Note that this only affects attacks 
made with direct psychic power — if the enemy 
psyker tries to be cool and telekinetically tosses a 
rock, for example, the Sister of Silence sadly cannot 
try to disbelieve the rock. 


PSYCHIC NULL 

Tier: 2 

Prerequisite: Deny the Witch, Willpower 40 
Aptitudes: Willpower, Defense 

Effect: The Sister of Silence gains a +20 bonus when 
making Evasion tests against psychic attacks and 
when making Opposed tests to resist psychic powers. 
This talent stacks with Resistance (Psychic Powers) 
and can be purchased multiple times; each time a 
character purchases it, increase the bonus it grants by 
+5. 


NULL FIELD 

Tier: 3 

Prerequisites: Psychic Null, Willpower 50 
Aptitudes: Willpower, Defense 

Effect: The Sister of Silence grants the Deny the 
Witch talent and the effects of Psychic Null to all 
allies within a number of meters of the Sister of 
Silence equal to her Willpower Bonus. 


WARP DISRUPTION 

Tier: 2 

Prerequisite: Willpower 45 

Aptitudes: Willpower, Defense 

Effect: All characters with a psy rating within a 
number of meters of the Sister of Silence equal to her 
Willpower Bonus reduce their base psy rating by 1 
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while they remain within range. Characters reduced 
to a psy rating of 0 cannot use any psychic powers. 
The Sister of Silence is considered to have 
Untouchable Rating (1) for the purposes of other 
talents. 


WARP BANE 

Tier: 3 

Prerequisites: Warp Disruption, Willpower 55 
Aptitudes: Willpower, Leadership 

Effect: The effects of Warp Disruption and Warp 
Anathema apply to all characters with a Psy Rating 
within two times a number of meters equal to the 
Willpower Bonus of the Sister of Silence, instead of 
the normal amount. 


WARP ANATHEMA 

Tier: 3 

Prerequisites: Warp Disruption, Willpower 55 
Aptitudes: Willpower, Defense 

Effect: Characters affected by Warp Disruption 
reduce their Psy Rating by 2, instead of the normal 
amount. The Sister of Silence is considered to have 
Untouchable Rating (2) for the purposes of other 
talents. 


This talent can be purchased up to a total of nine 
times; each time a character purchases it the 
reduction in psy rating increases by 1. The 
character’s Untouchable Rating also increased by 1. 
If purchased 3 times, for example, the reduction 
would be 4, and the Sister of Silence is considered to 
have Untouchable Rating (4) for the purposes of 
other talents. 


DAEMONIC ANATHEMA 

Tier: 3 

Prerequisites: Warp Anathema, Willpower 55 
Aptitudes: Willpower, Offense 

Effect: All creatures with the Daemonic or Daemon 
Engine trait within a number of meters of the Sister 
of Silence equal to her Willpower Bonus do not gain 
any benefits from that trait. Enemies with the 
Daemon Engine trait additionally add | to the result 
of any Critical Damage roll they suffer. 


EX OBLIVIO 

Tier: 3 

Prerequisites: Warp Anathema, WP 60 

Aptitudes: Willpower, Offense 

Effect: When in melee with the Sister of Silence, 
psychic enemies are completely unable to manifest 
psychic power, and at the start of the enemy’s round, 


they must immediately make a Difficult (-10) 
Willpower Test or suffer a result from the Perils of 
the Warp table, subtracting 10 from the roll. 


BANE OF THE PSYKER 

Tier: 2 

Prerequisite: Willpower 40 

Aptitudes: Willpower, Offense 

Effect: At the start of their round, enemies with a Psy 
Rating within a number of meters of the Sister of 
Silence equal to her Willpower Bonus suffer an 
amount of damage equal to her Untouchable Rating, 
ignoring Armor and Toughness. 


BANE OF THE DAEMON 

Tier: 2 

Prerequisite: Willpower 40 

Aptitudes: Willpower, Defense 

Effect: Creatures with the Warp Instability trait 
within a number of meters of the Sister of Silence 
equal to her Willpower Bonus suffer a penalty on 
their Willpower test to remain in realspace equal to 
5x the Willpower Bonus of the Sister of Silence. 


DAEMONIC SEVERANCE 

Tier: 3 

Prerequisites: Bane of the Daemon, Bane of the 
Psyker, Willpower 55 

Aptitudes: Willpower, Offense 

Effect: At the start of their round, enemies with the 
Daemonic trait within a number of meters of the 
Sister of Silence equal to her Willpower Bonus suffer 
an amount of damage equal to her Untouchable 
Rating, ignoring Armor and Toughness. The effects 
of this talent stack with the effects of the Bane of the 
Psyker talent if the enemy is both Daemon and 
Psyker. 
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ARIIORY OF THE MASTER-CRAFTED WEAPONRY 


Some wargear is above and beyond what most of 
humanity will ever see — such relics have usually 


AN ATHETI A been handcrafted or seen use by Legionary 


demigods or other heroes. 


PSYK AN A Master-Crafted is a Craftsmanship level above 


Best, granting +2 damage to ranged and melee 
weapons in addition to the normal benefits from 
Best-Craftsmanship. Master-Crafted Armor 
reduces the Penetration of enemy weapons by 
25%, rounding down. Master-Crafted gear may 
provide additional benefits if the GM decides so. 


"Positively charged Blackstone conducts the warp 
and increases the effectiveness of psychic power 
severely. The Genetor aboard the Invisible Hand 
noted that the Old Slann Armiger constructs 
possessed interior reinforcement of positively 
charged Blackstone. That is how they are able to Master-Crafted Wargear of any kind imposes a -70 
manifest psychic powers and warp phenomena." to the Logistics Test to acquire such hallowed 
items, and may never benefit from any kind of 
bonus to the Logistics Test. Penalties, however, 
remain in effect. However, an object MAY be 
upgraded from Best to Master-Crafted, if the GM 
deems there to be appropriate tools and resources. 
It is up to the GM to set the number of Degrees of 


- Codicier Vivian, Paragon of Metal, discusses the 
psychic constructs of the Old Slann 


uch of the Anathema Psykana are armed with 

Mi vreapons that are specially tailored to engage enemies 
that possess psychic power, nullifying or reflecting 
the gifts of the Warp back upon them. As the militant 
wing of the Adeptus Astra Telepathica, these 
weapons are often rare, resource-intensive, and 
obscure, but uniquely suited to the tasks the Silent 
Sisterhood performs. These range from compact bolt 
weapons that possess the same firepower of an 
Astartes Bolter without sacrificing stopping power, to 
silver-tipped crossbows and grenades with anti- 
psychic materials, to even the Adrathic Weapons of 
the Adeptus Custodes, capable of disintegrating their 
targets. 


Success for the Crafting test (see Only War Core 
p. 115), but it should be suitably high, and ideally 
performed in the presence of a true master of their 
craft! 


The melee weapons are no different, produced in 
myriad ways on Terra, the Sisters of Silence can call 
upon great beheading swords, lashes that fry neural 
connections, and paragon weapons so perfectly 
weighted that the lightest touch is deadly. Combined 
with the prolific skill of the Silent Sisterhood in 
melee and close-range combat, there is very little that 
they are found wanting for. 


Note that if converting a weapon’s additive 
qualities into a system that uses multiplicative 
qualities (for example, the Felling quality), one 
multiplicative step is equal to four additive steps. 
For example, Felling (1) in Deathwatch is equal to 
Felling (4) in Only War, while Felling (2) in 
Deathwatch is equal to Felling (8) in Only War. 
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WEAPONS AND ARMAMENTS 


The Silent Sisterhood marches to war with exotic 
equipment to hunt exotic enemies. All their gear is 
purpose-built to this task, as many rogue psykers, 
Warp Cults, and even Legions have found. Though 
many Sisters of Silence in the modern day share their 
fellows’ religious fanaticism, their armory has 
remained unchanged over the millennia, the same 
tactics and armaments in use during the Great 
Crusade and Age of Darkness remaining so during 
the Age of Guilliman. 


ARCHEOTECH PISTOLS 

Archeotech pistols is a catch-all term for a wide 
variety of pistol type weaponry from the Dark Age of 
Technology, be it a slug gun of prodigious power or a 
blaster of scything energy. The rich flaunt them, the 
aggressive use them, and often the only way to get 
them is to pry them from their user’s cold dead 
hands. 


UMBRA-PATTERN BOLT WEAPONRY 
According to the Forge World Webstore, Sisters of 
Silence make use of Umbra-Pattern Bolt Weaponry, 
the same pattern as used by Astartes forces, but 
downsized for human use. Umbra-Pattern bolt 
weaponry provides superior stopping power and 
range compared to standard Mars, Locke, and 
Godwyn-De’az patterns, and sacrificing no usability. 


PSYK-OUT WEAPONRY 

Produced beneath the temples of the Astronomican 
on Terra, these weapons, upon detonation, spread 
psychically-charged ash that blankets the area, 
refracting psychic energy and disrupting a psyker’s 
control over their powers. 


Psyk-Out: Any enemy with a Psy Rating caught 
within the weapon’s blast radius, enters a cloud 
created by the Smoke quality before it dissipates (1d5 
rounds), or struck directly by the shot, must make a 
Very Hard (—30) Willpower test or have his psy 
rating temporarily reduced by | for every degree of 
failure. If a psyker fails the test by two or more 
degrees of failure, he also suffers a result from the 
Psychic Phenomena table. Every six hours, a psyker 
automatically recovers | point of psy rating lost this 
way. Additionally, any attempt to manifest a psychic 
power from within the cloud automatically fails. 


Pinning: Firing this weapon at a target causes the 
target to make a Pinning Test. 


FLAMER 

The flamer everyone knows and loves, sometimes the 
best way to purge an area is to soak it in burning 
prometheum. Smells like victory. 


COMPRESSION-TANK FLAME AUGMENT 
The Compression-Tank Flame Augment is used to 
render down the condemned into fine ash. 
Compression tanks can briefly supercharge the output 
of a flamer, but at the cost of burning through all the 
weapon’s fuel stores at once. 


A Basic-class Flamer may be equipped with a 
Compression-Tank Flame Augment, applied as a 
Weapon Upgrade. The Flamer may then be used in 
its normal firing mode, or in Augment mode. The 
round Augment mode is used, the weapon uses the 
enhanced profile listed, and flame damage from that 
hit is increased to 1d10+4E. However, upon using 
Augment mode, the weapon’s entire fuel canister is 
spent, and must be reloaded. This upgrade may not be 
used with any type of backpack ammo canister. 


NEEDLE WEAPONRY 

Needle Weapons are common amongst the nobility, 
used for silent assassinations using shards of poison. 
Needlers of the Silent Sisterhood are used in a similar 
way, but targeting enemy psykers with far more 
lethal and penetrating toxin shards. 


This Exotic weapon group contains the Needle Pistol, 
Assault Needler, and Needle Rifle. 


BLAMITE NEEDLE AMMUNITION 

While most needle weapons fire darts of hyperlethal 
poisons at their targets, hence the name needle gun, 
many have lamented their ineffectiveness against 
armored targets. Amongst the underworld of the Tiji 
Sector, there is an uncommon modification to these 
weapons, using crystalline shards of unknown origin 
and cracking the interior to increase the fire rate. 
These pinkish-purple shards are volatile in large 
quantities, breaking armor and proving lethal if 
enough needles can be landed on a target. Quantities 
of this "blamite" are thus highly sought after by those 
easily excited by huge explosions. Blamite Needle 
Ammunition is an Ammunition Type used for Needle 
weaponry. The weapon’s profile is changed to its 
Blamite profile. Listed availability for the Blamite 
profile is the price per magazine. 


Supercombine: If the weapon scores all hits on a 
target during a round, then all shots are combined 
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into a single damage roll, with a Pen of 12. For 
example, scoring all three hits with an Assault 
Needler or Needle Rifle will result in a single hit 
inflicting 3d10 damage with a Pen of 12, while 
scoring all six hits with a Needle Pistol will result in 
a single hit inflicting 6d5 damage with a Pen of 12. 
Righteous Fury inflicts an additional damage die of 
the weapon rather than a critical effect, with 
Righteous Fury triggering on a roll of 5 on a 1d5 for 
Needle Pistols. 


STAKE CROSSBOW 

A stake crossbow is a magnetically-accelerated 
crossbow-launcher that silver stakes embedded with 
nega-psi and pyro-toxic materials that are devastating 
against enemy psykers. 


ADRATHIC WEAPONS 

The Adrathic weapons are relics of the Dark Age of 
Terra, a wholly Terran invention. They fire an 
unstable energy beam that severs molecular bonds, 
causing objects struck to unravel rather spectacularly, 
a flaring after-image the only remainder of the target. 
It was these weapons that motivated the Emperor to 
put a death mark on any outside his household to use 
them, much to the annoyance of Mars. 


Armorbane: Against Vehicles, Structures, and 
enemies with the Daemon Engine trait, the weapon's 
Penetration is doubled. 


Instant Death: After suffering at least one wound 
from this weapon, the enemy must make a 
Challenging (+0) Toughness test or die like a bitch, 
unless they are immune to instant death in some way 
(Touched by the Fates, some sort of Eternal Warrior, 
etc). 


CHARNABAL SABRE 

Tracing their origins to the Duelling rings of Holy 
Terra, a Charnabal Sabre lacks the cutting ability of a 
power weapon, but there are those who believe that 
this allows for displays of true skill to shine through. 
Each forged in a different way, they speak of an 
individual’s duelling style as much as their affluence. 


Duelist’s Edge: When engaged in single melee 
combat with only one other enemy, the enemy is 
suffers a -10 penalty to dodge and parry tests. 


Flawless Cut: If a Weapon Skill test succeeds with 3 
or more DoS, the attack is resolved at Pen 10. 


EXECUTION BLADE 

The Execution Blade embodies the Silent 
Sisterhood’s role as executioners, using the time- 
honored method of beheading. These two-handed 
blades are forged to the same level as Charnabal 
Sabres, and edged in silica glass, making the weapon 
able to cut through even ceramite of power armor. An 
Execution Blade is ALWAYS two-handed. 


Piercing Cut: When the bearer of this weapon scores 
at least 3 Degrees of Success on their Weapon Skill 
test as part of an attack, the attack is resolved at Pen 
12; 


PROTEUS NEURO-LASH 

Baroque multi-headed flails and three-sectioned 
staves, a Proteus Neuro-Lash is a relic of the Age of 
Strife used for crowd control. The weapon’s prongs 
generate shock fields that cause crippling overload to 
an enemy’s nervous system. A Proteus Neuro-Lash is 
ALWAYS two-handed. 


Electro-Are: If the character scores at least 4 or 
more degrees of success on a Weapon Skill test to 
attack a living enemy, the attack gains the Toxic (2) 
quality. 


Sweeping Strikes: When attacking more than one 
enemy in close combat, the bearer may make one 
melee attack for each foe he is facing, up to a 
maximum equal to his Weapon Skill Bonus. Each 
additional attack beyond the first counts as a Free 
Action, but cannot be combined with any other 
Talents or abilities which would grant extra attacks or 
hits, with the exception of the Whirlwind of Death 
talent. The bearer may choose in which order he 
attacks his opponents 


PARAGON BLADE 

Two-handed weapons of perfectly aligned balance 
and durability, the offensive potential of a Paragon 
Blade is unmatched. Paragon Blades have diverse 
origins — some are ancient relics of the Dark Age of 
technology, others are Xenos prizes from beyond the 
Halo Stars. All are sought after by warriors supreme. 
A Paragon Blade is ALWAYS two-handed. 


Murderous Strike: When triggering Righteous Fury, 
the enemy must make a Challenging (+0) Toughness 
test or die like a bitch, unless they are immune to 
instant death in some way (Touched by the Fates, 
some sort of Eternal Warrior, etc). 
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Name 


Class 


Dam 


“Name —C Class) Range’ =RoF Dam Pen Mag Rid Special ———sAvailability 
“Archeotech Pistol Pistol. = 30m_~—sS/-/-,— ss 2d10#8E.G—C< si Fl 6S es - S—~—~™~*é«wSNcar Unique 


Umbra-Pattern 
Bolt Pistol 
Umbra-Pattern 
Bolter 

Psyk-Out Grenade 


Psyk-Out Missile 


Flamer 


Compression-Tank 
Flame Augment 
Needle Pistol 


Needle Pistol 
(Blamite) 
Needle Rifle 


Needle Rifle 
(Blamite) 
Assault Needler 
Assault Needler 
(Blamite) 

Stake Crossbow 
Adrathic 
Destructor 
Charnabal Sabre 


Execution Blade 


Proteus Neuro- 
Lash 


Paragon Blade 


Pistol 
Pistol 


Basic 


Thrown 


Missile 


Basic 


Melee 


3m 


2d10+8E 
1d10+9X 


1d10+9X 


1d10X 


1d10X 


1d10+4E 
2d10+8E 


1d10R 


1d5X 


1d10R 


1d10X 


1d10R 
1d10X 


2d10+3I 
2d10+3E 


1d10+5R 


1d10+8R 


1d10+4E 


2d10+8E 


Pen Mag 
6 8 
4 14 
4 30 
0 2 
0 E 
2 6 
4 1 
0 6 
0 30 
0 6 
0 21 
4 12 
4 24 
0 10 
12 8 
0 - 
8 z 
0 Z 
10 - 


Special 


Tearing 
Tearing 


Blast (3), Smoke (3), 
Psyk-Out 
Blast (3), Smoke (3), 
Pinning, Psyk-Out 
Flame, Spray 


Flame, Spray 


Accurate, Toxic (5), 
Felling (1) 
Storm, Supercombine 


Accurate, Toxic (5), 
Felling (1) 
Accurate, 

Supercombine 

Toxic (5), Felling (1) 


Storm, Supercombine 


Reliable, Psyk-Out 


Instant Death, 
Armorbane, Overheats 
Tearing, Duelist’s 
Edge, Flawless Cut 
Power Field, Duelist’s 
Edge, Piercing Cut 
Concussive (0), 
Crippling (5), Flexible, 
Electro-Arc, Sweeping 
Strikes 
Power Field, 


Near Unique 


Extremely Rare 
Extremely Rare 
Extremely Rare 
Extremely Rare 


Scarce 


Rare 
Very Rare 
Very Rare 
Very Rare 
Very Rare 


Extremely Rare 
Extremely Rare 


Very Rare 
Unique 


Near Unique 
Near Unique 


Extremely Rare 


Unique 


Murderous Strike 
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ARMOR AND EQUIPMENT 


To engage unconventional enemies, one requires 
unconventional equipment. The Silent Sisterhood is 
therefore equipped with specialized armor and 
equipment to survive the rigors of combat with 
enemies that can manipulate raw warpstuff, and call 
upon the favors of monsters from the id... 


VRATINE ARMOR 

This is the iconic armor of the Silent Sisterhood, 
granted to her upon taking the final oaths of duty and 
swearing oneself to silence forever-more. Vratine 
Armor is advanced batlegear that shares design 
elements with Astartes Power Armor and Selenite 
silicate-mesh of Luna. Vratine Armor lacks 
environmental sealing, but provides formidable 
protection from energy and impact weapon damage. 
Its user benefits from full freedom of movement, and 
augmented reaction time. 


Vratine Armor grants 8 AP to all locations against 
Explosive and Rending Damage, and 10 AP against 
Impact and Energy damage. The armor does not 
possess a penalty to Stealth tests, and grants a +10 to 
all tests made to perform reactions. 


VRATINE VAC-SEAL AUGMENT 

While Vratine Armor is not void-sealed, it is not 
uncommon for many Sisters of Silence to find 
themselves fighting in void or zone mortalis 
environments. Rather than making them hold their 
breaths, which would be rather mean, Vratine Armor 
can be upgraded with Vac-Sealing, environmentally 
sealing the suit and providing it a 6-hour air supply. 
When the Vac-Seal Augment is purchased, it may be 
applied to a set of Vratine Armor with a Routine 
(+20) Trade (Armorer) test. 


ARTIFICER ARMOR 

Only the greatest of the Silent Sisterhood, the 
Knights-Centura, eventually gain the right to use 
Artificer Armor, the best protection available to a 
woman short of terminator armor. 


Artificer Armor provides 10 Armor to all locations 
(Head, Body, Arms, Legs), and possesses a fusion 
power pack that grants the armor unlimited power for 
all standard and battlefield operations. A character 
wearing Artificer Armor gains the Unnatural Strength 
(2) and Unnatural Perception (2) Traits (or increases 
the value of these Traits by 2) and increases the value 
of his Size Trait by 1 (usually to Size Hulking/5). 


Artificer Armor is environmentally sealed as long as 
the helmet is worn. Artificer armor includes a built-in 
auspex, photo-visor, and recoil gloves, and grants the 
Sturdy Trait. 


Artificer Armor for the Silent Sisterhood is always 
considered Master-Crafted, and the Logistics Test 
must be made at that quality level. The craftsmanship 
increase is already included in the armor value. 


SPECTRA-VESTMENTS 

Red and silver raiments of the Questora and the 
Chamber of Judgement, Spectra-Vestments conceal 
field generator technology that blurs and shifts to 
match the surroundings. 


Spectra-Vestments grant a +20 bonus to Stealth tests, 
and inflict a penalty of -10 to Ballistic Skill tests to 
attack the wearer at all times. Spectra-Vestments do 
not stack with wargear that provide further penalties 
to hit, such as Cameo-line cloaks. 


VOIDSHEEN CLOAK 

Voidsheen Cloaks are made of micro-vitrious mesh 
designed to diffract and absorb energy. Their 
effectiveness improves as the energy of an attack is 
spread out. 


A Voidsheen Cloak grants a PR20 defensive field 
(which overloads based on quality), increasing to 
PRSO for weapons with the Blast or Spray qualities. 


ENHANCED VOIDSHEEN CLOAK 

Enhanced Voidsheen Cloaks are Voidsheen Cloaks 
enhanced by refractor generators. They are a mark of 
rank and office for the Oblivion Knights-Centura. 


An Enhanced Voidsheen Cloak grants a PR50 
defensive field (which overloads based on quality), 
increasing to PR60 for weapons with the Blast or 
Spray qualities. Displaying the Enhanced Voidsheen 
Cloak grants a +10 bonus to Interaction skill tests 
with members of the Silent Sisterhood. 


Name Availability 
Vratine Armor Extremely Rare 
Vratine Vac-Seal Augment Very Rare 
Artificer Armor Near Unique 
Spectra-Vestments Very Rare 
Voidsheen Cloak Very Rare 
Enhanced Voidsheen Extremely Rare 
Cloak 
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ANIMAL FRIENDS 


Sisters of the Pursuer Cadres are not alone on their 
hunts — they work closely alongside their animal 
friends! Animal friends of the Pursuer Cadres are not 
treated as normal Comrades — they use their own 
characteristics, wounds, and weaponry at all times. If 
an animal friend falls in the line of battle, it will be 
replaced after a suitable period of mourning. All 
animal friends are proficient in their equipped 
weapons. 


CYBER-JACKAL 

A Cyber-Jackal is a cybernetically enhanced canid 
that possesses great strength and toughness. They are 
favored by Pursuers who prefer to join their animal 
friends in assault. They are also capable of mounting 
ranged weaponry, the machine spirits within 
providing ranged support to the Pursuer. 


Cyber-Jackal 


WS | BS | S | T | Ag | Int | Per | WP | Fel 


45 | 25 | 40 | 40 | 40 | 25 | 30 | 30 | 40 


Movement: 6/12/18/36 Wounds: 15 
Armor: Machine (All 4) Total TB: 8 
Skills: Awareness +10, Dodge 

Talents: Berserk Charge, Fearless, Frenzy, 
Resistance (Psychic Powers), Swift Attack 
Traits: Machine (4), Unnatural Strength (+2), 
Unnatural Toughness (+4), Quadruped 

Weapons: 

Teeth and Jaws (Melee, 1d10+8R, Pen 4, Tearing) 


The Pursuer may select one of the following ranged 
weapons when acquiring the Cyber-Jackal. Selecting 
a ranged weapon increases the XP cost of the talent 
by the listed amount when purchasing additional 
Cyber-Jackals. 


Flamer (Basic, 20m, S/-/-, 1d10+4E, Pen 2, Mag 6, 
Rid 2 Full, Flame, Spray), increase cost by 50 XP 
Meltagun (Basic, 20m, S/-/-, 2d10+10E, Pen 12, 
Mag 5, Rld Full, Melta), increase cost by 100 XP 
Gear: None 


STEELTALON HAWK 

Steeltalon Hawks are agile birds that harry an enemy, 
allowing for the Pursuer to control a battlefield. 
Steeltalon Hawks are specially trained to target weak- 
spots of the enemy, such as eyes, hands, or other 
extremities, while making the best of their small size 
to avoid enemy retaliation. 


Steeltalon Hawk 

WS | BS | S_| T | Ag | Int | Per | WP | Fel 
45 | 25 | 30 | 20 | 50 | 25 | 30 | 30 | 40 
Movement: 12/24/36/72 Wounds: 8 
Armor: None. Total TB: 2 
Skills: Awareness, Dodge +10 

Talents: Fearless, Hard Target, Resistance (Psychic 
Powers), Lightning Attack 

Traits: Flyer (12), Size (Puny / 2) 

Weapons: 

Beak and Steel Wings (Melee, 1d10+3R, Pen 6, 
Blind, Felling (4)) 


Blind: For every hit that inflicts damage, enemies 
must succeed on a Challenging (+0) Agility Test or 
be blinded for a number of Rounds equal to his 
Degrees of Failure 

Gear: None 


130 


VEHICLES OF THE 
ANATHETIA 
PSYKANA 


"The Master of the Adeptus Astra Telepathica has 
attached one of her Black Ships to the Crusade fleet. 
The vessel creeps me out, but the soldiers trained 
within are mighty useful...” 


- Admiral Genericus Guy muses on the Adeptus 
Astra Telepathica contingent of the Solaris Crusade 


he Sisters of Silence are an infantry-based 
paramilitary organization, specializing in rapid raids 
and assaults. As a result, their motor pool is 
somewhat lacking. This does not mean they 
completely neglect such things. The vehicles of the 
Silent Sisterhood are mainly used for transportation, 
both for the Silent Sisters themselves, and for the 
prey they hunt. These are held and maintained within 
the Black Ships, for when they are needed for 
deployment. All vehicles that are used by, and in 
some cases, work alongside, the Sisters of Silence 
will be detailed here, for they will be necessary as the 
bale light of the Cicatrix Maledictum shines ever 
brighter, and the Sisters of Silence are purpose built 
to engage such things. 


KHARON PATTERN ACQUISITOR 

One of a number of unique and highly specialized 
vehicles used y the Silent Sisterhood, the Kharon is 
less a tank and more a tool needed for the Imperial 
Tithe. The large, black skimmer possesses incredible 
stealth systems, allowing it to silently glide towards 
enemies, and project an aura of mystery and terror, 
cowing resistance through fear. The Kharon 
possesses numerous heavy weapon systems when 
force is acquired, but its primary task remains 
subjugation and acquisition of enemy psykers. 


Type: Skimmer 

Tactical Speed: 15m 

Cruising Speed: 70 kph 

Maneuverability: +10 

Structural Integrity: 45 

Size: Massive / 7 

Armour: Front 30, Side 25, Rear 20 

Crew: Driver, 2 Gunners 

Carrying Capacity: 12 Sisters of Silence and 
wargear. In addition, the Kharon Pattern Acquisitor 
can store up to six prisoners in the Capture Grid. 


Weapons 

One Driver-Operated Hull Mounted Hellion-Pattern 
Heavy Cannon Array (100m, -/-/4, 3d10+8I, Pen 6, 
Mag 80, 4 Full, Twin-Linked, Pinning) 


Two Gunner-Operated Hull-Mounted Twin-Linked 
Missile Launchers (300m, S/-/-, Mag 12, Rld Full, 
Twin-Linked) 

-Frag Missile (2d10+2X, Pen 2, Blast (5)) 

-Krak Missile (3d10+8X, Pen 8, Concussive (3), 
Proven (2)) 

-Psyk-Out Missile (1d10X, Pen 0, Blast (3), Smoke 
(3), Pinning, Psyk-Out) 


Special Rules 
Reinforced Hull 
Enhanced Auspex Arrays 
Enhanced Motive System 
Searchlight 

Smoke Launcher 


Battle Auspex: When firing its weapons, the Kharon 
Pattern Aquisitor ignores up to four points of cover 
the enemy benefits from. 


Spectra-Distort Field: Enemies firing at the Kharon 
Pattern Acquisitor from further than 30m away suffer 
a -10 penalty to Ballistic Skill tests. Furthermore, the 
driver of the vehicle suffers no penalties when 
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performing Stealth tests to hide the vehicle, even 
while moving, and may add the vehicle’s 
Maneuverability to Stealth tests. Awareness tests to 
oppose the vehicle’s Stealth test suffer a -30 penalty. 


Capture Grid: When the Kharon Pattern Acquisitor 
executes the Ram action against a non-vehicle target 
of Size (Hulking) or below, the vehicle performs 1d5 
additional hits, inflicting 2d10+3E damage with a 
Pen of 0 and the Concussive (0) Quality. These hit 
automatically, and may not be dodged or parried. If 
these hits reduce an enemy to 0 wounds or below, the 
enemy is not killed, but dragged into the Capture 
Grid. The Capture Grid may securely hold up to six 
prisoners in in this way. Maybe it would have been 
better if they died though. 


TERRANIC-PATTERN WARLORD-SINISTER 


BATTLE PsI-TITAN 

Yes, you read that correctly. The Warlord-Sinister 
Pattern Battle Psi-Titan is a representative of the 
Ordo Sinister, the Left Hand of the Emperor. When 
the Emperor was getting his Great Crusade off the 
ground, he asked Mars for twenty five Warlord 
Titans in an event called the Oblation. After the 
initial shock, they complied. 


The Titans disappeared. 


Eventually, they would resurface from the four 
fortresses of Terra where they were stationed, as Psi- 
Titans, piloted by Psychic Nulls who used Alpha- 
Plus psykers as batteries to fuel their weaponry, 
spreading unnatural soul-fear wherever they walked. 
Powered by the death screams of bound psykers, with 


weaponry more akin to a mutilated warp engine, Psi- 
Titans can muster psychic phenomena on a grand 
scale through their Ciricrux Anima and its 
Sinistramanus Tenebrae, a focus that fires a jet-black 
fracture of reality at the enemy, eating light and 
tossing whatever it hits into the Empyrean. While not 
part of the Sisters of Silence proper, the Warlords- 
Sinister are included here since they are still piloted 
by psychic nulls, although chosen on entirely 
different criteria to the Sisters of Silence themselves. 


How to get or use one? Good luck with that. 


Type: Superheavy Walker 

Tactical Speed: 12m 

Cruising Speed: 50kph 

Maneuverability: -10 

Structural Integrity: 300 

Size: Titanic / 10 

Armour: Front 55, Side 55, Rear 50 

Crew: One Preceptor-Intendant, multiple bount 
Psykers. 

Carrying Capacity: None 


Weapons 

Two Turret-Mounted Front-Facing Ardex-Defensor 
Mauler Bolt Cannons (90m, -/-/6, 2d10+8X, Pen 8, 
Mag 120, Rld 2 Full, Tearing, Ardex-Machina) 
Two Turret-Mounted Rear-Facing Ardex-Defensor 
Twin-Linked Lascannons (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 20, Rid 4 Full, Proven (3), Twin- 
Linked, Ardex-Machina) 


Ardex-Machina: When the Titan is subjected to a 
Charge action by an enemy (or said enemy decides to 
be cute and WALK into melee), the Preceptor- 
Intendant may perform a Ranged Attack action the 
weapon, using the highest rate of fire of the weapon, 
as a Reaction against the enemy, provided the enemy 
is in the weapon’s firing arc. This attack suffers a -20 
penalty rather than the normal penalty or bonus of the 
action. 


A Warlord Sinister’s Arm-Mounted and Carapace- 
Mounted weapons possess direct links to plasma 
reactors or on-board ammunition manufactora, and 
thus do not need to worry about ammunition and 
reloading. 


The Warlord Sinister’s Left Arm always mounts a 
Sinstramanus Tenebrae (1200m, S/-/-, Pinning, 
Ignores Cover, Apocalyptic Mega-Blast) 
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Apocalyptic Mega-Blast: The weapon deals 
differing degrees of damage based on distance from 
the attack’s epicenter. 

-0-10m: (10d10+20E, Pen 15, Concussive (2), 
Vortex) 

-11m-20m: (2d10+15E, Pen 12, Concussive (1), 
Soul-Shear, Fleshbane) 

-21m-30m: (1d10+10E, Pen 8, Concussive (0), Soul- 
Shear, Toxic (5)) 


Vortex: If the attack successfully inflicts at least one 
wound or point of hull integrity, the target or driver 
of the vehicle must make a Difficult (-10) Agility test 
or be sucked into the Warp. This is an Instant Death 
effect. At the conclusion of the initial attack, roll 
1d10. 


On a 1-4, the vortex dissipates and the attack 
concludes. 

On a 5-7, the vortex remains at the epicenter of the 
attack, continuing to affect everything within its blast 
radius. 

On an 8-9, the vortex moves 10m in a randomly 
selected direction, affecting everything along its path. 
On a 10, the vortex expands, and its radius doubles. It 
remains in place, continuing to affect everything 
within its new radius. 


Note that in the specific case of the Sinstramanus 
Tenebrae, only the central 10m of the attack 
possesses the Vortex quality, and thus there is no 
additional effect for the “outer layers” of the attack. 


Soul-Shear: If this attack hits a vehicle, the attack 
affects the crew and passengers of the vehicle rather 
than the vehicle itself. 


Fleshbane: Damage from this attack ignores 
Toughness Bonus. Armor functions normally. 


The Warlord Sinister’s Right Arm must mount one of 
the following weapons. 


Belicosa-Pattern Volcano Cannon (3000m, 
S/-/-, 10d10+20E, Pen 20, Blast (8), Felling (6), 
Destroyer, Machine Destroyer) 

Sunfury Plasma Annihilator (1000m, S/2/4, 
5d10+10E, Pen 12, Blast (10), Plasma Wave) 
Mori Quake Cannon (1000m, S/-/-, Blast (30), 
Seismic Shock, Apocalyptic Mega-Blast) 
-0-10m: (6d10+30I, Pen 8, Concussive (5)) 
-11m-20m: (4d10+20E, Pen 8, Concussive (3)) 
-21m-30m: (2d10+10E, Pen 8, Concussive (1)) 


Saturnyne Lascutter 

-Melee (5d10+30E, Pen 15, Unwieldy, Power Field, 
Destroyer, Machine Destroyer) 

-Ranged (250m, S/-/-, 5d10+10E, Pen 12, Spray, 
Destroyer, Instant Death) 

Arioch Titan Power Claw (7d10+20R, Pen 15, 
Unwieldy, Power Field, Destroyer, Machine 
Destroyer) with inbuilt Mega-Bolter (400m, -/-/15, 
2d10+13X, Pen 7, Inaccurate, Storm, Tearing, Area 
Saturation) 

Macro-Gatling Blaster (1000m, S/3/6, 3d10+30E, 
Pen 8, Pinning, Blast (12)) 


Area Saturation: When firing this weapon, the 
Preceptor-Intendant may declare an Area Saturation 
attack. When used in this manner, designate a 20x20 
meter area. Make one Ballistic Skill test against each 
target in this area - any success means a target takes 
one hit, which can be Dodged as normal. 


Destroyer: If a target of Size (Hulking) or lower 
takes at least one wound or Hull Integrity, it is 
instantly incinerated. This is an Instant Death effect. 


Machine Destroyer: Against Vehicles, Structures, 
and enemies with the Daemon Engine trait, damage 
rolls of 1 or 2 may be rerolled. The second result 
stands. 


Plasma Wave: Any Armor granted from cover is 
calculated from the center of the blast radius, not the 
position of the firer. In addition, protection provided 
by cover in the blast radius is permanently reduced 
by the full amount of the weapon’s Penetration value 
instead of by 1. This effect may stack, as cover is 
pummeled and destroyed. 


Seismic Shock: After resolving the attack, the blast 
zone becomes Difficult Terrain. Enemies that suffer 
at least one wound or damage to hull integrity halve 
their Movement characteristic, and may not perform 
the Charge, Run, Ram, or Floor It Actions until the 
start of their next turn. 


The Warlord Sinister’s Carapace must be equipped 
with two of the following weapons. Both Carapace 
weapons must be identical. 


Apocalypse Missile Launcher (3500m, -/-/5, 
3d10+8X, Pen 8, Blast (10)) 

Double-Barreled Turbolaser Destructor (1000m, 
S/2/-, 4d10+30E, Pen 20, Blast (8), Felling (8), 
Destroyer) 

Twin-Linked Vulcan Megabolter (400m, -/-/15, 
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2d10+13X, Pen 7, Inaccurate, Storm, Tearing, Twin- 
Linked, Area Saturation) 

Titan Plasma Blastgun 

-Rapid Fire (600m, S/2/-, 2d10+20E, Pen 8, Blast 


APOCALYPTIC EXPLOSION! 


The containment of the vehicle’s plasma reactor breaches, 
resulting in a horrific explosion. Roll 2d10 and multiply the 


(12)) ; result by 10. This is the blast zone. Everything within the blast 
ENO OUEE ea ane cor end Piast zone takes 5d10+10 E damage, with a Pen of 10 (roll once for 
(16)) everyone). Reduce the rolled damage result by 2 for every full 


Reaver Laser Blaster (1000m, S/2/3, 5d10+30E, Pen 


° 10 meters the target is from the exploding vehicle. Where the 
20, Blast (8), Felling (8), Destroyer) 


vehicle once stood are only a few charred pieces and a giant 


Reaver Melta Cannon (500m, S/-/-, 3d10+30E, Pen 
15, Melta, Blast (20)) 

Reaver Gatling Blaster (500m, S/3/6, 3d10+10E, Pen 
8, Pinning, Blast (10)) 

Vortex Missile Bank (3500m, S/-/-, 10d10+20E, Pen 
15, Blast (5), Vortex, One Use) 

Incinerator Missile Bank (3500m, 2d10+10E, -/-/10, 
Pen 8, Flame, Ignores Cover, One Use) 


Special Rules 


Super-heavy Walker: Walkers are able to ignore 
penalties for moving through difficult terrain, and 
negotiate obstacles such as rock slides, tank traps, 
fallen trees, and shattered buildings without penalty. 


Enhanced Auspex Arrays: Titans have powerful 
auspex arrays to aid in combat. The crew of this 
vehicle suffers no penalties for darkness, foul 
weather, or other effects that would normally obscure 
vision. In addition, they gain a +20 to all Awareness 
Tests, and may make Awareness Tests at ranges of 
up to 5 kilometres (at the GM’s discretion, the 
Auspex may function far further than that in certain 
circumstances, such as if the target is another Titan). 


Reinforced Hull: When a vehicle with a Reinforced 
Hull receives a Critical Hit, halve the result, rounding 
up. This quality does not affect rolls on the Critical 
Hit chart generated by Righteous Fury. 


Fear: The Titan possesses the Fear (4) Trait against 
all enemies, unless the enemy is also in a Knight, 
Titan, or other Super-Heavy vehicle. 


Strikedown: All ranged and close combat attacks by 
a Titan possess the Concussive (0) Quality unless the 
weapon itself possesses a higher amount. 


Invincible Behemoth: The Titan is so heavily 
armored, with plenty of redundant systems, that 
conventional means of destruction fail to have an 
effect. Effects that would instantly destroy the Titan 
instead deal only an additional 1d10 Hull Integrity. In 
addition, attacks that permanently lower armor (such 


crater plated in molten glass. 


1¥) 


Of explosions withme! 


as Necron Entropic Fields) do not affect the Titan. In 
addition, the Preceptor-Intendant may fire all the 
Titan weapons as a single attack action, at different 
targets if desired. Finally, the Titan is unaffected by 
the Haywire’s normal qualities, instead taking an 
additional 1d10 damage to hull integrity, ignoring 
armor, for every haywire hit. 


Armored Ceramite: Additional layers of ceramite 
blunt the penetrative force of Melta weaponry. Melta 
Weapons do not benefit from the Melta Quality. If a 
Melta Weapon does not have the Melta rule, its 
Penetration is set to 0. 


Warlord Void Shield Generator: A Warlord- 
Sinister Psi-Titan possesses six Void Shields. 


Void Shield: Void shields count as a barrier with 25 
AP. To disable a void shield, attacks must deal 20 
damage past the 25 AP. This damage is cumulative 
(to represent the void shield) slowly overloading, but 
a weapon’s Penetration has no effect on a void shield. 
Once a shield is brought down, the bearer can attempt 
to restore it by making a Difficult (-10) Tech-Use 
Test. Success means the shield is restored in 1d5+5 
Rounds. This time is reduced by one Round for every 
degree of success, to a minimum of one Round. 


Reinforced Structure: The Titan possesses a PR30 
protective field, that does not overload in normal 
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conditions, against attacks that pierce its Void 
Shields. 


Reactor Meltdown: When this vehicle is destroyed, 
it automatically suffers an Apocalyptic Explosion at 
double the maximum range result. Furthermore, roll 
1d5. On a result of 1, damage is rolled as normal. On 
a result of 2-3, damage after rolling and penetration is 
doubled. On a result of 4-5, damage after rolling and 
penetration is tripled. 


World Burner: When firing weapons with the Blast 
quality, the Warlord may opt to fire at a patch of 
ground rather than at a specific enemy. 


Towering Monstrosity: The Warlord’s size and 
incalculable power make it almost immune to 
infantry assault or explosive charges. Enemy infantry 
attempting to strike a Warlord in melee only 
successfully hit on a roll of doubles on their Weapon 
Skill tests, while enemy Superheavy Walkers and 
enemy creatures of Size (8/Immense) or greater 
suffer a -30 penalty to their Weapon Skill tests. The 
Warlord is never considered to be in melee, and may 
freely leave without performing the Disengage 
action. However, the Warlord’s Carapace weapons 
may not target enemies closer than 100m, unless the 
enemy is a Superheavy Vehicle, enemy creatures of 
Size (8/Immense) or greater, or possesses the Flyer 
trait. 


Shroud of Terror: Enemies within 100m of the Psi- 
Titan must perform a Fear test every round unless 
they possess the Fearless or From Beyond trait. In 
addition, enemies attempting to charge the Psi-Titan 
must make a Very Hard (-30) Willpower test before 
charging. If this test is failed, the enemy immediately 
retreats away from the Psi-Titan at its running speed. 


Ciricrux Anima: Despite the Preceptor-Intendant 
being a psychic null, the Warlord Titan may call 
upon three psychic powers. To use these powers, the 
Preceptor-Intendant is considered to have a Psy 
Rating of 6. The Preceptor-Intendant may cast one 
Psychic Power per round in addition to firing his 
Titan’s weapons. 


Death Pulse 

Focus Power Test: Willpower (+0) 
Range: Self 

Sustained: No 

Subtype: Attack, Concentration 


The Preceptor-Intendant makes a Focus Power test, 
targeting his Psi-Titan. If he succeeds, the Psi Titan 
releases a seething pulse of energy outward, hitting 
all units within 100m for 1d10+10E damage with a 
Pen of 4, and the Ignores Cover and Soulblaze 
Qualities. While this attack may not be dodged or 
parried, protective fields and the Deny the Witch 
talent may be used against it. 


Soul Blaze: When an enemy is hit by a weapon with 
this quality, the enemy must test Willpower, or catch 
fire. This fire inflicts 1d10+4 damage, wounding vs 
Willpower. 


Necrotechnica 

Focus Power Test: Willpower (-10) 
Range: Self 

Sustained: No 

Subtype: Concentration 


The Preceptor-Intendant makes a Focus Power test, 
targeting his Psi-Titan. If he succeeds, roll 1d10 for 
every 10 hull integrity missing. The Psi-Titan 
immediately recovers lost hull integrity equal to his 
Willpower Bonus for each roll of 7+. 


Anti-Pathic Tempest 

Focus Power Test: Willpower (-20) 
Range: 100m to 350m 

Sustained: No 

Subtype: Attack, Concentration 


The Preceptor-Intendant makes a Focus Power test, 
targeting a point within range. If he succeeds, every 
enemy vehicle or structure within 100m of the 
selected point suffers 1d5 automatic hits, each 
inflicting 1d10 damage to hull integrity with the 
Haywire quality, and non-vehicle enemies suffer 1d5 
automatic hits, inflicting 2d10+3E damage with Pen 
6 and the Ignores Cover and Soul Blaze qualities. 
Enemy Hordes and Formations suffer 1d5 hits per 5 
points of Formation or Magnitude, rounding down. 
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BLACK SHIP 

Black Ships are the vessels of the Adeptus Astra 
Telepathica that are called home by the Sisters of 
Silence. The command centers of the Imperial Tithe, 
Black Ships are voidships akin to Strike Cruisers, and 
possess all the necessary arcane technologies to 
collect, contain, and transport psykers, After the 
Great Crusade and the Scouring came to an end, 
these vessels would be placed under command of the 
Inquisition, but with the Cicatrix Maledictum surging 
out of control, many have been re-transferred back to 
the Adeptus Astra Telepathica and the Sisters of 
Silence, so they may ply the galaxy once more in 
support of the Primarch Roboute Guilliman’s new 
Imperium. 


In case it wasn’t BLINDINGLY obvious. This is a 
Voidship. You’ll need some knowledge of how 
Rogue Trader does voidships in order to make use of 
this vessel. 


Type: Cruiser 

Speed: 6 Maneuver: +10 
Detection: +25 Hull Integrity: 70 
Armor: 20 Turret Rating: 2 
Space: 64 SP: 72 

Weapon Capacity: | Dorsal, 2 Port, 2 Starboard, 2 
Prow (2 Prow Slot already filled by component) 


Enhanced Reserve Engines: Tests to perform the 
Flank Speed Extended Action gain a +20 bonus. 


Psychic Anathema: The Black Ship is capable of 
transporting thousands of Psykers with little chance 
of escape. Enemies attempting to use Psychic or 
Navigator powers upon or against the Black Ship 
automatically fail. 


Black Ship: The Black Ship comes pre-equipped 
with one Jovian-Pattern Landing Bay, taking up one 
Prow slot, and one set of Mars-Pattern Torpedo 
Tubes. These Components may not be removed. The 
space required is already taken into account, but 
when this ship is constructed, it must provide 3 
Power to these components. 


BLACK SHIP LOADOUTS 


The Black Ship is a curious vessel — according to its 
Battlefleet Gothic stat block, it is seemingly able to do 
everything at once. In Battlefleet Gothic, the vessel 
possesses torpedoes and a landing bay in its prow 
slots, port and starboard macrocannons at Strength 8 
(meaning 2 slots of S4 each if we go by FFG’s usual 
math), and a dorsal Bombardment Cannon. This ship, 
as a result, will probably be strapped for space, but be 
able to engage almost anything on advantageous 
footing. While Landing Bays and Torpedoes tend to 
be fixed, I left the rest open, so players can customize 
and enjoy their own Black Ships as they run around 
busting psykers and warp cults across the galaxy. 
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CHAPTER [Y: 
SOLARIS |IMPERATOR 
VULT 


"IT SHALL TRAIN YOU IN ALL THE ARTS OF 
COMBAT AND ACQUIRING GLORY THAT 
MANKIND ONCE PURSUED DURING THE 
GREAT CRUSADE, AND YOU WILL PERFORM IN 
THE NEW GREAT CRUSADES THAT FOLLOW. I 
SHALL MAKE YOU MASTERS OF GROUND AND 
SEA, AIR AND SPACE. THERE WILL BE NO 
ENEMY THAT WILL STAND BEFORE YOU, FOR 
YOU WILL BE EQUIPPED WITH THE GREATEST 
MANKIND CAN OFFER...THAT I CAN OFFER. 
YOU SHALL BE THE GUARDIANS OF MANKIND 
REFORGED, SOLDIERS OF LEGEND REBORN 
ANEW. 


WELCOME...TO THE SOLAR AUXILIA." 


- Executor Thexus, Paragon of Metal, 
inducts the Tercio into an ancient institution. 


mongst the ranks of the Excertus Imperialis, the 
masses of the Imperialis Militia and various 
burgeoning war-cults, there were the Solar Auxilia, 
the most elite and well-disciplined fighting force of 
baseline humanity, second only to the Legiones 
Astartes. Though their origins can be traced to the 
“void hoplites” of Saturn, they would be known not 
for their origin from a specific world, but a pattern, a 
culture of warfare and order of battle replicated on 
multiple worlds. Where the Legiones Astartes are 
standard bearers and an unstoppable force, the Solar 
Auxilia are indispensable pathfinders, reliable 
footsoldiers, and an immovable wall against which 
enemies crash against. 


Solar Auxilia were raised from all sorts of 
worlds, from feral and feudal worlds, to hive and 
industrialized worlds, and the greatest of Solar 
Auxilia Cohorts combined native savagery with 
drilled discipline and firepower. At their height, they 
composed 20%-25% of the Excertus Imperialis 
fighting force. They found their calling in all fields 


and operations, but were mainly used for death world 


exploration, zone mortalis operations, void combat, 
and wilderness survival expeditions. 


Nominally, Solar Auxilia Cohorts are 
organized into heavy infantry formations. A Cohort is 
led by a Lord Marshall, broken down into sub- 
cohorts led by Legate Commanders, and from there 
organized into units called Tercios, after the ancient 
mixed musket pike formations of Southern Old 
Europa. Their main battle tactic would be 
aggressively seizing defensible ground and forcing 
the enemy to fight against a well-entrenched foe, a 
foe with armor, artillery, and air support. Also 
common was use of lightning strikes to achieve local 
victory against divided enemies. There are some, of 
course, who say such bravery is motivated by the fact 
that there is nowhere left to run — once the dropships 
have left, the only choices are victory or death. 


The Solar Auxilia would not survive into the 
42"™4 Millennium, as the separation of Astra Militarum 
and Armada Imperialis to reduce the chance of a 
mass rebellion would destroy the core fighting ability 
of the Solar Auxilia. Rumors persist, however, of the 
restoration of the Solar Auxilia in the Eastern Fringe, 
the combat ability of the reformed unit taking the Tiji 
and Vasenica Sectors by storm. If the success of 
these alleged units can be proven once and for all, 
then perhaps they will see more widespread use, as 
the Great Rift spreads and the Imperium fights for its 
very survival. 
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SOLAR AUXILIA COHORT RULES 


Characters belonging to the Solar Auxilia gain the following advantages: 
Characteristic Modifiers: +3 Ballistic Skill, +3 Toughness, +3 Agility, -3 Strength 


Skills: Common Lore (War), Linguistics (Low Gothic), Navigate (Surface), Navigate (Stellar), Operate 
(Aeronautica), Operate (Surface), Survival, Tech Use 


Talents: Nerves of Steel, Double Team 
Wounds: Characters from the Solar Auxilia begin play with +1 starting Wound. 


High Command: The character may use the Willpower score of the highest-ranking character on the field for Fear 
and Pinning tests. For most missions, this is usually the Sergeant, followed by any Veletaris, followed by all other 
Auxilia as per normal chain of command. In some cases, if characters fight alongside a Legate Commander or Lord 
Marshal during a deployment, their Willpower characteristic is used instead. An easy guide for ranking is provided 
on the opposite page, as Advanced Specialties can often grant new ranks. 


Void Training: Zero Gravity is treated as open terrain, and the character does not need a floor, wall, ceiling, or 
secure object to initiate Movement actions. Agility tests to perform the Charge or Run action in Zero Gravity 
conditions are Difficult (-10) rather than Hard (-20). 


Explorator Training: The character may reroll failed Survival and Navigate (Surface) tests. The second result 
stands. 


Doctrine 1: Disciplined Fire 


When the character or an ally is subjected to a Charge action by an enemy (or said enemy decides to be cute and 
WALK into melee), the character may perform a Ranged Attack action with Pistol and Basic weapons, using the 
highest rate of fire of their weapon, as a Reaction against the enemy. This attack suffers a -20 penalty rather than the 
normal penalty or bonus of the action. For example, if one character is using a weapon capable of Full-auto rate of 
fire, this is used, while a character whose weapon is only capable of semi-automatic fire uses that firing mode 
instead. Both are performed at a -20 penalty rather than the -10 and +0 penalties they would normally provide. Spray 
weapons instead grant a +20 bonus to the Agility test to avoid the shot. 


Note that while comrades and orders that increase Ballistic Skill cannot affect this attack, range, size, and other 
bonuses still apply. Range is calculated from the starting point of the enemy’s charge / movement - one cannot 
simply “hold fire” until Point Blank is achieved. 


Doctrine 2: Close Formation Fighting 


In addition to the bonus from the Double Team talent, the character gains a further +10 bonus to Weapon Skill tests 
in melee if there is least one other Solar Auxilia player character adjacent to the initial player character. Comrades 
and NPCs do not grant this bonus. Ganking is love, ganking is life in the Solar Auxilia. 


Favored Weapons: Auxilia Lasrifle, Rotor Cannon 


Gear: 

- Universal Standard Kit (Uniform, Poor Weather Gear, Knife, Rucksack / Sling, Basic Tools, Mess Kit and 
Canteen, Blanket and Sleep Bag, Rechargable Lamp Pack, Grooming Kit, Cognomen Tags, Rations) 

- Microbead (Standard Kit, everyone gets one) 

- Grapnel (Standard Kit, everyone gets one) 

- Auspex (Only one for the Tercio) 

- Chrono (Standard Kit, everyone gets one) 

- Salvation Augur (Standard Kit, everyone gets one) 


SOLAR AUXILIA IN 
ONLY WAR 


"I HAVE HIGH EXPECTATIONS OF YOU, 
TERCIO. I EXPECT YOU WILL NOT 
DISAPPOINT." 

"I'm afraid of what you'll do to us if we fail." 
"THEN DO NOT FAIL." 


- Executor Thexus, Paragon of Metal, improves 
morale of Sub-Lt. Dan’yel “Wheels” Jackson. 


ooking closely at the Solar Auxilia, one can see the 
origins of what would become the Astra Militarum. 
However, there are a number of differences when 
creating your Tercio. The most important thing to 
consider is organization — a normal Tercio composes 
almost a hundred troopers, a Tercio split into multiple 
sections of Lasrifles, Flamers, Veletaris Storm 
Commandos, and associated support. It is therefore 
necessary to suspend some disbelief for gameplay — 
while it is possible to make nothing but weapon 
specialists and join a 20-man Lasrifle Section, the 
game is better organized as a unique specialist squad 
with all options available. Perhaps your mixed Tercio 
has proven themselves somehow, or are the remnants 
of other Tercios. How one justifies this is up to the 
GM, as there are numerous possibilities. 


One other key thing to note is that many specialties 
are restricted — the Solar Auxilia did not possess 
commissars, for example, nor did they possess 
psykers, banned by the Edict of Nikaea. Therefore, 
players are allowed to select from the following 
specialties for generating characters. Ranks are 
provided for ease of reference. 


Weapon Specialist (Rank: Auxiliary) 

Medic (Rank: Auxiliary) 

Operator (Rank: Auxiliary) 

Heavy Gunner (Rank: Veletarii) 

Sergeant (Rank: Void Sergeant) 

Techpriest Enginseer (Rank: Sub-Auxiliary) 
Magos Reductor (Rank: Sub-Auxiliary) * 
Magos Dominus (Rank: Sub-Auxiliary) * 


*See Mars Needs Women! for more information. 
These should be treated as Advanced Specialties for 
the Techpriest Enginseer of the Solar Auxilia. 


Core Hierarchical Rank Structure of 
the Solar Auxilia Cohorts 


“ ; : ? 
Che following illustrates the principal 


; 
ranks are included 


tion in title for 


{edicae, Provender, 


Strategic Command 


(reserved for 
} 
Expeditic n 
Cohort Mar 


Legate Marshal 


Cohort (Staff) 
Tribune 
High Commander 
Sub-Cohort (Commissioned) 
Sub-Commander 
Lieutenant 
Sub-Lieutenant 


Ensign 


Tercio (Non-Commissioned) 
[Troop Master/ Primus 


Void Sergeant 


Tercio (Enlisted) 
Veletarii 
Auxiliary 
Sub-Auxiliary 


Note that all Mechanicum specialties are ranked Sub- 
Auxiliary. This means that, as attached Mechanicum 
representatives are their own organization, they 
cannot command the Solar Auxilia, but may still 
benefit from Sweeping Orders in a squad. No bully! 
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The soldiers of the 31“ Millennium had a higher 
standard of gear, and for the Solar Auxilia, this gear 
was on par with the quality provided to the Legiones 
Astartes. While each Specialty retains its 
Characteristic Bonus, Aptitudes, Skills, Talents, and 
Wounds, each Specialty instead has a new list of 
Specialist Equipment to select from. These are listed 
here. During down-time operations, when a player 
character is resupplied, he may opt to swap his 
armament with the local Excertus Provender with 
other weapons from his available choices. For 
example, a Veletaris Heavy Gunner may enjoy his 
volkite charger, but for his next mission, he may 
decide to temporarily swap it for a rotor cannon. 
Swapped weapons retain their customizations and 
upgrades — they are merely being held until used 
again. 


Unless explicitly stated, all gear is Common 
Craftsmanship. At character generation, an Auxilia is 
automatically granted the appropriate Weapon 
Training Talents for weapons in his standard kit. 


Weapon Specialist: Void Armor, Good- 
Craftsmanship Auxilia Lasrifle with Collimator and 
Blast Charger OR Flamer, Mono Axe OR Mono 
Sword, 3 Frag Grenades, 3 Krak Grenades 

Medic: Void Armor, Auxilia Lasrifle with 
Collimator and Blast Charger, Mono Axe, 
Diagnostor, Injector, Medikit 

Operator: Void Armor, Auxilia Lasrifle with 
Collimator and Blast Charger, Mono Axe OR Mono 
Sword, Auspex, Combi-Tool, Dataslate, Lascutter 
Heavy Gunner: Reinforced Void Armor, Laspistol, 
Mono Axe OR Mono Sword, Volkite Charger OR 
Rotor Cannon OR Power Axe, 3 Frag Grenades, 3 
Krak Grenades 

Sergeant: Void Armor, Auxilia Lasrifle with 
Collimator and Blast Charger, Troop Vexilla, 
Laspistol, Mono Axe OR Mono Sword, 3 Frag 
Grenades, 3 Krak Grenades 

Techpriest Enginseer: Light Power Armor, Auxilia 
Lasrifle with Collimator and Blast Charger, 
Laspistol, Power Axe, Combi-Tool, Dataslate, Servo- 
Arm 


A Techpriest Engineer does not start with a Servitor 
as a comrade. Instead, they start with a Servo- 
Automata, detailed in the Armory. 


Regarding Advanced Specialties, it is possible for 
Solar Auxilia characters to select from all the list of 
Advanced Specialties in Hammer of the Emperor, as 
well as the advanced specialties listed within this 
book. Some Advanced Specialties may increase one’s 
Rank, which will be listed within the specialty itself. 
For Advanced Specialties in Hammer of the Emperor 
and Shield of Humanity, the following Ranks are 
used. 


Brawler: Auxiliary 

Breacher: Auxiliary 

Commander: Sub-Commander 
Field Chirurgeon: Auxiliary 
Master of Ordnance: Sub-Commander 
Scout: Auxiliary 

Sentry: Veletarii 

Sharpshooter: Auxiliary 

Tank Ace: Ensign 

Architechus Magna: Sub-Auxiliary 
Enginseer Prime: Sub-Auxiliary 


If an advanced specialty is not listed here, 
then it is unavailable to the Solar Auxilia. 


As the Solar Auxilia were a united cohort, they were 
not split up into modern conceptions of artillery 
regiments, armored regiments, infantry regiments, 
etc. A Solar Auxilia has a full list of vehicles and 
aircraft available to it for use. A GM should therefore 
issue vehicles as appropriate for certain missions and 
deployments, and issue them without the need for a 
Mission Issue Gear test. 


Beyond this, there is little other change that 
must be done. From here, you can create a Solar 
Auxilia tercio for use amongst your friends, and 
either charge into the fires of the Great Crusade and 
Horus Heresy, or defend against the horrors of the 
Great Rift and the return of the Primarchs of the 42™ 
Millennium. Have fun, and remember, you have a 
proud legacy to live, or die, up to. Don’t screw up. 
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PROVENANCES OF 
WAR 


" YOUR HELOTS HAVE CALLED FOR AID. I 
HAVE ANSWERED WITH THE SOLAR AUXILIA." 


- Executor Thexus, Paragon of Metal, answers a 
distress call from a Squat Void Station. 


o maybe the Solar Auxilia are too much for you. 
You’re not man enough to be the best of the best. 
You are a prissy, sissy, babby who wants to play 
normal people. Well, I’m still here for you. By 
popular request, the following entries are 
Provenances of War, which allow you to use standard 
Only War regiment generation to model the 
Imperialis Milita and Warp Cults that were prevalent 
across the 31*t Millennium, and indeed across the 
42" as some planets would remain forgotten after 
initial Compliance. Imperialis Militia were the last 
line of defense for a world, usually given poor quality 
equipment and tasked with holding the line until real 
troopers got to the battle. In the end, some would 
even become Warp Cults, that would fester within a 
world’s heart, spreading daemonic corruption and 
dragging a world to a place worse than hell. What is 
most clear, however, is the Imperialis Militia’s 
inability to combat heavy enemies such as the 
Legiones Astartes, although, this was by design — the 
Legiones Astartes were not only conquerors of 
worlds, but breakers of rebellion... 


Provenances function in the same method as 
Doctrines. They are purchased with Regiment 
Creation Points, and up to two Doctrines or 
Provenances may be selected. Provenances heavily 
affect a regiment, and some may define one’s loyalty 
to the Imperium or Chaos. 


Provenance of War Cost 


Warrior Elite 2) 
Gene-Crafted 5 
Cyber-Augmentics 4 
Alchem-Jackers 3/5 
Survivors of the Dark Age 4/6 
Feral Warriors 3/5 
Abhuman Helots 3/4 
Cult Horde 4 
Tainted Flesh 4 


Warrior Elite 


The detachment’s troopers are trained to a high 
standard and possess discipline on par with the Solar 
Auxilia. 

Cost: 2 

Effect: All characters gain a +10 bonus to casting 
Sweeping Orders. 


Gene-Crafted 


The detachment’s troopers have been augmented to 
superhuman levels, be it by recent modification or 
ancient manipulation during the Dark Age of 
Technology. Of course, such modifications aren’t the 
most stable... 

Cost: 5 

Effect: All characters gain the Unnatural Strength 
(+2) and Unnatural Agility (+2) traits. However, the 
player characters cannot be treated with the Medicae 
Skill, and the Medic Specialty is unavailable to this 
detachment. 

Restriction: This Provenance may not be selected 
alongside the Cyber-Augmentics Provenance. 


Cyber-Augmentics 

While not on the level of a Mechanicum forge world, 
the detachment hails from an advanced or void- 
nomadic culture that enhances troopers with 
Augmentic implants, be it to improve performance or 
mitigate damage. 

Cost: 4 

Effect: Characters gain one Common-craftsmanship 
cybernetic of their choice at character generation. 
Due to cybernetic enhancement, player characters 
also possess a PR20 defensive field that does not 
overload normally, representing toughened 
cybernetics. If they already possess a defensive field, 
its Protection Rating is instead increased by +15, to a 
maximum of +60. However, the player character’s 
base Run speed is reduced by their Agility Bonus, 
and their Initiative result is always reduced by 1. 
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Restriction: This Provenance may not be selected 
alongside the Gene-Crafted Provenance. 


Alchem-Jackers 

Be it debased culture, extreme measures, or a 
heartfelt desire to revive Jackass, the troopers of this 
detachment are issued chemical injectors and combat 
stims to assist them in battle. 

Cost: 3 

Effect: Characters no longer suffer a penalty to 
Willpower tests caused by Fear ratings. Furthermore, 
if a character fails a fear test and generates a result on 
the Shock table that forces a retreat, he instead 
suffers from the Pinned condition. 

Special: For an additional 2 points, the regiment adds 
one injector or inhaler to their standard kit, 
containing three doses of the Frenzon consumable. 


Survivors of the Dark Age 

Sometimes a world got lucky, and their technological 
base from the Dark Age of Technology survived 
mostly intact. As a result, their weapons and 
equipment are powerful, if not idiosyncratic. 

Cost: 4 

Effect: Armor granting 6 points of Armor or lower 
gains an additional 2 points of armor. This does not 
affect armor granting armor of 7+. 

Special: For an additional 2 points, Laspistols, 
Lascarbines, Lasguns, Laslocks, and Rotor Cannons 
wielded by characters in the detachment increase 
damage by 4. Furthermore, this Provenance affects 
vehicle types available to the detachment. If the 
detachment has selected the Mechanized Infantry 
Regiment Type, they are issued a Rhino. If the 
detachment has selected the Armored Regiment 
Regiment Type, they are instead issued a Land 
Raider Proteus. 

Fun Fact: Want to play a regiment of Squats? This is 
one of two Provenances you’ll need to do that. 
Restriction: This Provenance may not be selected 
alongside the Cult Horde or Tainted Flesh 
Provenances. 


Feral Warriors 

Feral warriors from savage and warlike cultures, such 
as underhive gangs or regressed barbarians have 
already had their skills honed. They make excellent 
ready-made troops. 

Cost: 3 

Effect: All characters (except Ogryns) reduce the 
difficulty of Weapon Skill tests made to attack by one 
step. Ogryn characters instead may perform one 
additional attack in melee combat, stacking with 
talents that grant additional attacks. For example, an 
Ogryn with Swift Attack generates one attack, plus 
one attack for every two degrees of success, plus an 
additional bonus attack. 

Special: For an additional 2 points, all characters 
(except Ogryns, who already gained this benefit) may 
perform one additional attack in melee combat, 
stacking with talents that grant additional attacks. 


Abhuman Helots 


Abhuman is a relative term, ranging from helot slaves 
of mutation afflicted worlds to stable genetypes with 
their own empires. Regardless, both are gathered up 
and sent into the meat grinders. 

Cost: 3 

Effect: All characters gain the Unnatural Toughness 
(+2) Trait but reduce their Agility Score by 10. 

Fun Fact: Want to play a regiment of Squats? This is 
the other Provenance you’ll need to do that. 

Special: For an additional 1 point, the regiment adds 
one Explosive Collar to their standard kit, 
conveniently already attached to the character! Isn’t 
that grand? 
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Cult Horde 


Driven to lunacy by warp exposure, troopers in a Cult 
Horde are murderous beyond reason, their souls and 
lives forfeit to dark powers. 

Cost: 4 

Effect: All characters in the detachment reroll failed 
Weapon Skill tests the first round they have entered 
melee combat. The Charge Action is reduced to a 
Half Action for this regiment and may be performed 
even if the regiment fired ranged weapons that same 
round, though the Charge Attack would not grant its 
normal bonus to Weapon Skill tests in that case. 
However, characters suffer a -20 penalty to all 
Ballistic Skill tests and may never benefit from 
Cover. Furthermore, after killing an enemy in melee 
combat, the character must make a Challenging (+0) 
Willpower Test. If this test is failed, on his next 
round the character must move towards or charge the 
nearest enemy he is able to harm. If there is no 
enemy he is able to harm, he may act normally 
Restriction: This Provenance may not be selected 
alongside the Survivors of the Dark Age Provenance. 
Alignment: This Provenance makes you aligned to 
chaos, and evil. Take that as you will. 


CHAOS FIELD 


ESTIMATED STRENGTH: 47 KrZ 


LIMIT EXPOSURE TO THIS AREA 
AND REPORT ABNORMALITIES 
IN YOUR LIFE AFTER EXPOSURE 


Tainted Flesh 


Far stranger than even the Cult Hordes, those directly 
touched by the warp repulsed ally and enemy alike. 
Those truly gifted would be masses of mutated flesh, 
a horror incomprehensible to a sane mind...meaning 
lots of tentacles in this case. 

Cost: 4 

Effect: All characters gain the Fear (1) Trait or 
increase their existing Fear Rating by 1, and weapons 
wielded by the character gain the Razor-Sharp 
quality. Furthermore, when this character suffers 
damage, he makes a Challenging (+0) Toughness 
test. If he succeeds, he gains the Regeneration 
(Corruption Bonus) trait for 1 round, and 1d5 
Corruption Points. 

Special: When a character reaches 100 Corruption 
points, they immediately explode outward and swell 
into a Chaos Spawn! The character increases all their 
characteristics by 10, doubles their wounds and 
restores all wounds to full, gains a PR35 defensive 
field that does not overload under normal conditions, 
and gains the following traits: 

Brutal Charge (3) 

Daemonic (4) 

Dark Sight 

Deadly Natural Weapons 

Fear (3) 

From Beyond 

Regeneration (Unmodified TB) 

Size (6, Enormous) 

The Stuff of Nightmares 

Unnatural Strength (4) 

Their original gear no longer functions, and the 
character can no longer communicate. The character 
may control this spawn until the end of the encounter. 
After the encounter, assuming it is not dead, the 
character is removed from play permanently. Burning 
fate can’t save a character from this. 

Restriction: This Provenance may not be selected 
alongside the Survivors of the Dark Age, Gene- 
Crafted, or Alchem-Jacker Provenances. 

Alignment: This Provenance makes you aligned to 
chaos, and evil. Take that as you will. 
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ADVANCED 
SPECIALTIES 


"T have lived for almost a hundred and fifty years 
now, and it has given me insight into both viewpoints, 
from the views of the Astartes, to the faith of the 
people, to the views of those who walked at our God- 
Emperor's side. I can...teach you this. You would be a 
soldier of the Executor's Imperial Truth, while 
rousing your allies to greatness with the power of the 
Creed. I believe you to be worthy of such things." 


- Priest Cornelius Vito of the Ecclesiarchy inducts 
Lord Marshal Jerichus into the ancient Order of the 
Black Hand. 


vailable to the Solar Auxilia are a number of 
Asa specialties, representing esoteric training or 
rare teachings beyond what is expected of a common 
line trooper. As the Solar Auxilia fight, soldiers move 
up the ranks, and it is not unknown for lowly sub- 
auxilia to one day command the muster of worlds. Of 
course, surviving to that point is the hard part. To see 
a specialist in the Solar Auxilia is exceedingly rare 
and having one in your Tercio means that one is 
destined for greatness, or has done something very, 
very wrong. 


Included in this section are a number of new 
advanced specialties available to the Solar Auxilia. 
These specialties represent training and wargear 
allowance unique to the Solar Auxilia, provided by 
the Excertus Imperialis in confidence for a job well 
done. The Rapier Team is issued a Rapier Platform 
and provides heavy support beyond what is expected 
of the ranks of the Veletaris. The Surgeon Primus is 
capable of treating wounds with unmatched 
efficiency and dabbles in minor “improvements” to 
their charges. The Troopmaster is a highly 
experienced field commander who innately 
understands the flow of the battlefield and command 
of multiple Sections within a Tercio. The Warden 
Charonate controls the horrifying Charonite Ogryns, 
once gentle giants transformed into monstrous killing 
machines. Finally, the Lord Marshall controls entire 
battle groups, their names echoing down through 
history as conquerors of worlds and saviors of 
sectors. Ranks are provided for each, as per the Solar 
Auxilia Rank Structure table, to assist in 
determination of the High Command trait. 


As always, a GM should be consulted on when these 
advanced specialties are available for their own 
games, as some heavily change the flow of a game. 
Others can change how a character functions, fights, 
or their rank. Think carefully before selecting an 
advanced specialty, and wield its power well to 
destroy the enemies of the Imperium. 
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RAPIER SUPPORT 
AUXILIARY 


he Solar Auxilia make extensive use of Rapier 
weapon platforms. These rugged machines are able to 
traverse most terrain with heavy treads, and bear 
weaponry far too heavy for a single trooper. A Rapier 
Support Team is proficient in both attacking and 
defending and can be deployed to support everything 
from vanguard deployment to full-scale planetary 
assault. Rapier Teams have often formed the 
lynchpins of victorious battles, as infantry squads 
form around supporting rapier batteries as enemies 
close in from all directions, only to be cut down by 
heavy weapons fire. 


A Rapier Support Auxiliary is expected to 
hold firm to a defensive position, or advance 
alongside his Tercio, providing heavy weapons fire. 
A Rapier Support Auxiliary can be expected to be the 
main source of anti-vehicle fire support for his team 
on their local battlefield. The should also expect to be 
covered in turn by allies, as a Rapier is not exactly 
the fastest support platform available. A Tercio 
working in tandem this way can strike far above their 
weight. 


A Rapier Support Auxiliary can outfit his 
Rapier in a variety of ways, from the ever-reliable 
quad Multi-laser, to the vehicle-destroying Laser 
Destroyer Array. Rapiers with Quad Mortars, also 
known as Thudd Guns, are capable of indirect fire, 
shelling an area before an advance, while the most 
trusted Rapier teams are granted Archeotech 
Graviton Cannons, to crowd control wide swathes of 
the battlefield. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Weapon Specialist or Heavy Gunner 


New Aptitudes: Ballistic Skill, Toughness, Perception, 
Willpower, Defense, Finesse, Offense 


New Talents: Exotic Weapon Training (Rapier), Modify 
Payload OR Tank Hunter 


Specialist Equipment: Common-Craftsmanship Void Armor, 
Common-Craftsmanship Auxilia Lasrifle, Common- 
Craftsmanship Mono-Axe OR Mono-Sword, Common- 
Craftsmanship Rapier Platform with Quad Multilaser OR 
Laser Destroyer Array OR Quad Mortar. 


Rank: Auxiliary 


Has a Comrade? Yes. Retain old comrade. 
RAPIER SUPPORT AUXILIARY ADVANCES 


WRECKER 

Type: Passive 

Cost: 300xp 

Effect: The Rapier Support Auxiliary adds their Intelligence 
Bonus to the Penetration of weapons used against stationary 
structures and fortifications. If the target fortification is 
destroyed, the area is considered clear terrain for his allies. 


COMBINED BATTERY 

Type: Passive 

Cost: 500xp 

Effect: When the Rapier Support Auxiliary successfully hits 
an enemy with an attack, allies may reroll damage against that 
enemy until the start of the Rapier Support Auxiliary’s next 
turn. The attack need not inflict damage, only hit successfully. 


SUPERIOR SUPPRESSION 

Type: Passive 

Cost: 500xp 

Effect: When the Rapier Support Auxiliary performs the 
Suppressing Fire action, the penalty of the Pinning Test is 
equal to 10+5x the number of Degrees of Success on the 
Ballistic Skill test if a Semi-Auto Burst, or 20+5x the number 
of Degrees of Success on the Ballistic Skill test if a Full-Auto 
Burst. 
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SURGEON PRIMUS 


mong the ranks of the Solar Auxilia, there are those 
who push the limits of what is acceptable. The 
Surgeons Primus are known mavericks who are held 
in awe for their medical skill, their motives watched 
by the suspicious. Able to repair rent flesh and 
ravaged organs with peerless grace, their 
observational abilities also conveniently keep them 
just outside of danger, or at least behind an 
unsuspecting ally to take the hit in turn. While not 
trusted by the officers or troops, Surgeons Primus are 
invaluable in grueling battlefields, where they can 
restore troops to fighting strength with less than 
unquestionable methods. 


GENETIC MANIPULATION 

Type: Special 

Cost: 1000xp 

Effect: The Surgeon Primus’s research has drawn him to 
pursue areas of knowledge that skirt or even exceed the limits 
of the law of Imperial Compliance. He is able to briefly 
enhance himself with medical techniques usually known only 
to the Genetors of the Mechanicum, although only for brief 
times before the immune system rejects the enhancement. 


The Surgeon Primus may make a Hard (-20) Medicae Test as 
a Full Action. If this test is successful, he may temporarily 
apply one of the following Mutations to himself for twice the 
number of rounds equal to his degrees of success on the test. 


Brute: Increase the character’s Strength and Toughness 
characteristics by 10. 

Feel No Pain: Increase the character’s Wounds by 5 and gain 
the Iron Jaw talent. 

Nightsider: Gain the Dark Sight Trait but suffer a -10 penalty 
to Awareness tests in bright light. 

Tough Hide: Gain +2 Natural Armor 

Regeneration: Gain Regeneration (Unmodified TB) 

Sonar Sense: Locate solid objects within 30m, but enemies 
may make a Difficult (-10) Awareness test to detect the 
pinging. 

Sturdy: Gain +20 bonus to resist grapples and Takedown. 


At the end of the effect, the Surgeon Primus suffers 1d5 
wounds, ignoring armor and toughness bonus. If the test was 
succeeded with 5 or more Degrees of Success, this is reduced 
to 1d5 Fatigue instead. A Surgeon Primus may apply this 
ability to his allies through his Auto-Gurney, but the test is 
Arduous (-40) instead. A Surgeon Primus may only enhance 
himself or an ally in this way once every 24 hours, and the 
effect on allies lasts a number of rounds equal to the number 
of degrees of success on the test. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Medic 


New Aptitudes: Toughness, Intelligence, Perception, 
Willpower, Defense, Fieldcraft, Knowledge 


New Talents: Methodical Care OR Hardy 


Specialist Equipment: Common-Craftsmanship Void Armor, 
Master-Crafted Needle Pistol, Master-Crafted Phase Lancet, 
Auto-Gurney 


Rank: Ensign 


Has a Comrade? Yes. Retain old comrade. 
SURGEON PRIMUS ADVANCES 


MIRACULOUS SKILL 

Type: Passive 

Cost: 400xp 

Effect: When performing the a Medicae Test for the First Aid 
Action, the Surgeon Primus may spend a Fate Point. If he 
does so, he ignores the ally's wound state, and the damage 
removed counts as having been healed naturally. 


SURVIVOR'S LUCK 

Type: Passive 

Cost: 400xp 

Effect: The Surgeon Primus may reroll failed dodge tests of 
up to a number of Degrees of Failure equal to his Perception 
bonus. 
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‘TROOPITIASTER 
PRITMUS 


roopmasters of the Solar Auxilia are veterans of 
countless battlefields. They are in charge of entire 
Tercios, managing Lasrifle, Flamer, and Veletaris 
sections with the practiced ease of an artist guiding a 
brush. They have advanced in rank from a lowly 
Auxilia to becoming in charge of an entire Tercio, 
placing entire Sections of line troopers, flamer-armed 
support troops, and elite Veletaris Storm Commandos 
beneath their purview, and as a result know how best 
to use each section to its fullest effect. A 
Troopmaster Primus can best maneuver sections 
under his command to turn the enemy’s tactics upon 
themselves and has seen enough battles to predict the 
enemy’s actions, responding accordingly. 


Troopmasters Primus are expected to lead 
their troops to victory, and as a result are often 
earmarked for later advancement in the ranks of the 
Solar Auxilia. The fires of battle are often enough to 
weed out incompetent Troopmasters, and a wise 
Troopmaster will often be called upon to provide 
advice and collaboration with his Legionary allies. Of 
course, if the Troopmaster is truly unlucky, then he 
has just volunteered himself for the vanguard. 


A Troopmaster shapes his ability to 
command into a deadly weapon in itself, using his 
Tercio to disrupt enemy supply lines and command, 
as well as counter enemy orders that do get sent. A 
Troopmaster is trusted by his Tercio, and act fluidly 
on his orders, knowing full well their lives may 
depend on the right word at the right time. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Sergeant 


New Aptitudes: Weapon Skill, Ballistic Skill, Toughness, 
Fellowship, Finesse, Leadership, Social 


New Talents: Iron Discipline OR Inspire Wrath 


Specialist Equipment: Common-Craftsmanship Void Armor, 
Common-Craftsmanship Blast Pistol, Good-Craftsmanship 
Charnabal Sabre, two Melta Bombs 


Rank: Troop Master / Primus 


Has a Comrade? Yes. Retain old comrade. 
TROOPMASTER ADVANCES 


COHORT COMMANDER 

Type: Passive 

Cost: 800xp 

Effect: Once per deployment, as a Full Action, the Troopmaster 
Primus may perform an Ordinary (+10) Logistics test. If this test is 
successful, at the start of the following round, a 20 Unit Strength 
Lasrifle Section Strategic Asset is deployed for command by the 
Troopmaster Primus. The Troopmaster Primus may act as the 
Formation’s Overseer, and issue Generic Formation Commands as 
appropriate. Alternatively, the Troopmaster Primus may perform a 
Challenging (+0) Logistics test to summon a 10 Unit Strength 
Flamer Section, or a 10 Unit Strength Veletaris Storm Section, 
armed as the Troopmaster Primus desires. This summoned asset 
hangs around until the completion of the deployment, or until they 
all die. 


“BEGIN VOX INTERFERENCE.” 

Type: Sweeping Order (Free Action) 

Cost: 500xp 

Effect: The Commander may perform a Challenging (+0) 
Command test. If he succeeds, he inflicts a penalty to enemy 
Formation orders by 5x the number of Degrees of Success on the 
Command test until the beginning of his next turn. 


“ESTABLISH A KILLING FIELD.” 

Type: Sweeping Order (Reaction) 

Cost: 500xp 

Effect: The Commander may perform a Challenging (+0) 
Command test. If he succeeds, enemies targeting the Troopmaster 
Primus’s squad with Charge attacks do not gain a bonus to 
Weapon Skill tests, and Disciplined Fire Ballistic Skill tests are 
performed with a bonus equal to 5x the number of Degrees of 
Success on the Command test. 


“I HAVE YOU Now.” 

Type: Sweeping Order (Free Action) 

Cost: 500xp 

Effect: The Commander may perform a Challenging (+0) 
Command test. If he succeeds, enemies suffer a penalty equal to 5x 
the number of Degrees of Success on the Command test to 
Weapon Skill tests against adjacent allies benefiting from the 
effects of the Close Formation Fighting Doctrine until the 
beginning of his next turn 


CHARONITE WARDEN 


he Solar Auxilia are known to use Ogryns, a stable 
abhuman strain, as shock weapons, as the rest of the 
Excertus Imperialis is known for. However, this is 
where the similarities end, as Ogryns seconded to the 
Solar Auxilia are modified, enhanced, and mutilated 
to better serve as living weapons. Their minds are 
torn apart with augmentics rumored to be of xenos 
origin, their arms removed and equipped with 
wargear that skirts the limits of the Laws of 
Compliance and the acceptance of the Mechanicum. 
Nonetheless, these creatures are no longer gentle, 
loyal giants, but unthinking monsters driven to battle 
with chemical imperatives. They are Charonite 
Ogryns, and they are capable of standing against even 
Legionaries and Battle Automata. 


The soldiers who manage these forsaken 
creatures are known as Charonite Wardens, keeping 
their “charges” in a drugged fugue, awakening them 
only from their rest to destroy enemies and breach 
battlefields that normal Tercios cannot. Charonite 
Ogryns follow silently and obediently, but when the 
appropriate switch is flipped, the creatures go nuts, 
attacking in a frenzy everything nearby. In case of 
emergencies, a Dead Man’s Switch is installed for 
use by the Warden, to chemically ensure his Ogryns 
stay in the fight. If an Ogryn falls in battle, it is of 
little note — these creatures were never truly human, 
after all, and a weapon that has faltered merely needs 
to be replaced. Charonite Wardens may be callous 
and uncaring, but they understand that by directing 
the Charonite Ogryns appropriately, they can serve 
their Cohort well. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Sergeant, Medic, or Operator 


New Aptitudes: Weapon Skill, Strength, Intelligence, 
Fellowship, Leadership, Offense, Tech 


New Talents: Cold Hearted OR Combat Formation 


Specialist Equipment: Common-Craftsmanship Void Armor, 
Common-Craftsmanship Auxilia Lasrifle with Blast Charger 
and Collimator, Common-Craftsmanship Mono-Axe OR 
Mono-Sword. 


Rank: Sub-Auxiliary 


Has a Comrade? Yes, sort of. One Ogryn Charonite. See 
Armory for details on Ogryn Charonite “comrades.” 


CHARONITE WARDEN ADVANCES 


OGRYN WRANGLER 

Type: Passive 

Cost: 800xp 

Effect: The Charonite Warden gains an additional Ogryn 
Charonite “Comrade.” This talent may be selected up to two 
additional times. 


BRUTAL FIGHTERS 

Type: Passive 

Cost: 400xp 

Effect: When a Charonite Ogryn kills an enemy in melee 
combat, they may immediately perform a Charge Attack as a 
Free Action against an enemy within charge range. If there is 
no enemy in range, then the Charonite Ogryn may instead 
perform a Full Move Action as a Free Action towards the 
nearest enemy unit. 


DEAD MAN’S SWITCH 

Type: Passive 

Cost: 400xp 

Effect: When a Charonite Ogryn fails a fear test, the 
Charonite Warden may make a Challenging (+0) Command 
or Medicae test. Success on this test negates the failed Fear 
test, but inflicts 1d10 wounds on the Charonite Ogryn, 
ignoring armor and toughness. 
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TANK COMMANDER 


good Tank Commander in the Solar Auxilia learns 
quickly how best to support his allies on the 
battlefield and turn his vehicle into an inspirational 
bastion from which the battle can be won. Tank 
Commanders excel in leading armored assaults, rapid 
advances, and exploration activities on worlds too 
hazardous for Solar Auxilia troops to explore on foot. 
Tank Commanders lead from the front, and their 
attitudes and tactics bring to mind cavalry tactics of 
ancient Terra. Tank Commander crews are elite 
amongst elite, although the line auxiliaries look upon 
them with no small amount of derision and jealousy. 


The greatest of Tank Commanders 
ultimately ride into battle on superheavy tanks, 
crushing enemies beneath steel treads and unloading 
heavy firepower into entire battle formations. A 
single superheavy Tank Commander in the correct 
place can single-handedly win a battle, but 
competition is tough, and Tank Commanders unfit 
for the job quickly find themselves dead under a 
surge of fire. Only the greatest will advance further, 
into command ranks of Crusades and Expeditionary 
Fleets. 


As a Tank Commander is a vehicle-oriented 
specialty, it is advised that the GM make vehicle- 
based missions more available to their Tercio or 
increase the armor pool available. Specialist Tank 
Commanders, for example, may prefer Leman Russ 
Executioners or Incinerators over standard Leman 
Russes, and those who have proven themselves may 
one day be granted access to Baneblades, Stormlords, 
or even the vaunted Stormhammer Land Battleship. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Operator 


New Aptitudes: Ballistic Skill, Agility, Intelligence, 
Fellowship, Fieldcraft, Leadership, Tech 


New Talents: Tank Hunter OR Ace Operator 


Specialist Equipment: Common-Craftsmanship Void Armor, 
Common-Craftsmanship Volkite Serpenta, Auspex, Combi- 
Tool 


Rank: Sub-Lieutenant 


Has a Comrade? Yes. Retain old comrade. 
TANK COMMANDER ADVANCES 


ARMORED WARFARE 

Type: Passive 

Cost: 500xp 

Effect: The Tank Commander's Vehicle gains the Command 
and Control quality, and the Tank Commander gains a +10 to 
Ballistic Skill tests when firing tank weapons. If the vehicle 
already possesses the Command and Control quality, this is 
upgraded to the Improved Command and Control quality. 


TANK MASTER 

Type: Passive 

Cost: 500xp 

Effect: At the start of his turn, the Tank Commander may 
select one of the talents or traits below to apply to his vehicle. 
In addition, the Tank Ace may perform a Challenging (+0) 
Command Test as a Free Action. If this test is successful, the 
talent or trait he chooses may be applied to allied Auxilia 
Vehicles within his Tercio. This talent or trait lasts until the 
end of the encounter and may be switched with a separate 
Command test. 


Enhanced Autosimulacra: At the end of the Auxilia's turn, 
roll a 1d10. On a 7+, the Auxilia's vehicle recovers a number 
of lost structural integrity equal to the driver's unmodified 
Intelligence bonus. 

Monster Hunter: The Auxilia applies the Felling Quality (X) 
to vehicle-mounted weapons fired by him or his comrade, 
where X is the Auxilia's Ballistic Skill Bonus. 

Move Through Cover: Treat Difficult Terrain as open 
ground, and ignore the effects of Weather and Unnatural 
Conditions. 

Preferred Enemy (Infantry): Reroll failed Ballistic Skill 
tests of up to 1 degree of failure when firing at Troop-level 
enemies. 

Tank Hunter: The Auxilia adds their Ballistic Skill Bonus to 
the Penetration value of vehicle-mounted weapons. 
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LORD []]ARSHAL 


t can be said of many Lord Marshals, those 
untouchable masters of entire expeditionary fleets, 
that they rose from humble origins of nobodies to 
leave their mark on the galaxy as a somebody. Some 
may be brutal despots, others more obsessed with 
parades and decorum. Some Lords Marshal even bear 
noble rank and are often granted planetary settlement 
at the end of a campaign. All are equally deadly, as 
all have proved themselves in a meritocratic system, 
having survived both the horrors of the battlefield as 
well as the rivalries of high office. Regardless of their 
origins, Lords Marshal are tough and experienced 
fighters, masters of tactics and strategy, and 
inspirational leaders upon whose orders their 
subordinates would (and often will) march straight 
into hell. 


Lords Marshal are often able to call upon 
additional resources and personal household troops 
when required, and their mastery of war is so fluid 
that given time, a Lord Marshal may switch their 
battleplans and rearrange entire battlefields. If 
necessary, they can even drive the vanguard of their 
armies themselves, though they must take care to 
remember that, no matter their gear and skill, they are 
still...only human. 


APTITUDES AND EQUIPMENT 


Prerequisite Specialty: Any except Techpriest 
Prerequisite Logistics: 80+ 


New Aptitudes: Weapon Skill, Ballistic Skill, Willpower, 
Fellowship, Finesse, Leadership, Social 


New Talents: Imperial Commander OR Stirring Rhetoric 


Specialist Equipment: Master-Crafted Artificer Armor, 
Good-Craftsmanship Archeotech Pistol, Good-Craftsmanship 
Paragon Blade, Good-Craftsmanship Iron Halo, Grav-Wave 
Generator. 


The Lord Marshal may select one piece of wargear he 
possesses to be upgraded to Master-Crafted Quality. 


Rank: Lord Marshal 


Has a Comrade? Yes. Retain old comrade. 
LORD MARSHAL ADVANCES 


HOUSEHOLD RETINUE 

Type: Passive 

Cost: 1000xp 

Effect: The Lord Marshal may reroll failed Logistics Tests to 
summon Strategic Assets. Furthermore, all player characters 
in the Lord Marshal’s Tercio gain +10 to Weapon Skill tests, 
may rerolled failed Weapon Skill and Ballistic Skill tests of 
up to one Degree of Failure, and may reroll damage results of 
1 or 2. In each case, the second result stands. 


MASTER OF THE BATTLEFIELD 

Type: Passive 

Cost: 500xp 

Effect: At the start of an encounter, after initiative is 
determined, but before combat begins, the Lord Marshal and a 
number of allies up to the bearer's Fellowship bonus may 
immediately perform a Half Move action. 


FORGED IN WAR 

Type: Passive 

Cost: 1000xp 

Effect: The Lord Marshal may select a Warlord Trait from 
the list on the following page and gain its benefits. As a Full 
Action, he may make a Challenging (+0) Command test. If 
this test is successful, he may replace his current Warlord 
Trait with a new Warlord Trait from the list, immediately 
losing the benefits of the old trait and appling the new trait's 
benefits. 
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WARLORD TRAITS 


UNCANNY SURVIVOR 
Effect: The Lord Marshal gains immunity to the Instant Death 
quality of Weapons. 


SHATTERING BOMBARDMENT 

Effect: At the start of his turn, the Lord Marshal may make a 
Challenging (+0) Command test. If this test is successful, he 
may select an ally or vehicle within 15m whose weapon 
possesses the Indirect quality. That weapon gains the Twin- 
Linked quality until the start of the Lord Marshal’s next turn, 
but does not suffer from increased ammunition use the quality 
usually inflicts. All further bonuses of the Twin-Linked 
quality remain. 


BITTER BLOOD 

Effect: While engaged in melee with only a single opponent 
who is not engaged in melee with anyone else, the Lord 
Marshal rerolls failed Weapon Skill tests against the 
opponent. 


BLIND BARRAGE 

Effect: At the start of an encounter, after initiative is 
determined, but before combat begins, the Lord Marshal may 
make a Challenging (+0) Ballistic Skill test. If this test is 
successful, allies and Strategic Assets under the Lord 
Marshal’s Command benefit from the Fog, Mist, Shadow, or 
Smoke Combat Circumstance. 


VOID MASTER 

Effect: The Lord Marshal ignores penalties to Fear and 
Pinning tests, and all player characters in the Lord Marshal’s 
Tercio ignore the effects of Difficult Terrain, Weather, and 
Unnatural Conditions. 


SIEGE MASTER 

Effect: Attacks made by the Lord Marshal, player characters 
in the Lord Marshal’s Tercio, and allied Strategic Assets 
within 30m ignore a number of armor points of cover the 
enemy benefits from by a value equal to the Lord Marshal’s 
Intelligence bonus. 
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NEW TALENTS 


"I'm just borrowing your Solar Auxilia. Surely them 
testing their mettle in a no holds barred Commorragh 
kill-a-thon will prove their skill? Prove that...your 
training is the best? That the Solar Auxilia is the 
best?" 


- Shas’o Sio’t Korst’la VII explains 
MURDERBOWL XXXXXXI to Executor Thexus, 
Paragon of Metal. 


olar Auxilia Cohorts can call upon advanced training 
to accomplish their objectives of Compliance. Some 
of these tactics would be gradually forgotten as time 
goes on, while others would change or evolve into 
the 42™ Millennium. Some talents focus on personal 
ability, while others grant new ways to use old 
equipment. During the Solaris Crusade, the reborn 
Solar Auxilia would mix modern methods with 
ancient wargear and tactica, to become something 
wholly unique, and far more powerful than anything 
that had come before. 


FLAME WEAPON EXPERTISE 

Tier: 2 

Prerequisites: BS 40, Weapon Training (Flame) 
Aptitudes: Ballistic Skill, Offense 

Auxilia Flamer Sections are initially held in the rear 
lines, to blunt charges against the frontline Lasrifle 
Sections. As a result, they learn to fire over allies to 
prevent friendly fire. Ranged weapons with both the 
Flame and Spray qualities gain the Torrent quality. 


Torrent: Instead of using the firing weapon as a 
point of origin, select a point within 15m as the shot’s 
origin. Resolve the spray’s normal 30° cone from that 
point, with the caveat that the cone must extend 
further than the point of origin — no looping sprays 
backwards! 


FLAME WEAPON MASTERY 

Tier: 2 

Prerequisites: BS 50, Flame Weapon Expertise 
Aptitudes: Ballistic Skill, Offense 

Once an Auxilia has proven themselves able to 
support their allies, they are moved to the vanguard 
of Zone Mortalis operations, where their flame is 
expected to provide an impassable wall to enemies. 
Damage caused by the Flame quality of weapons is 
increased by the Auxilia’s Ballistic Skill Bonus. 


VOID HOPLITE 

Tier: 3 

Prerequisites: WS 50, Counter-Attack, Parry +10 
Aptitudes: Weapon Skill, Finesse 

The Auxilia trains in the defensive phalanx formation 
of the Saturnyne Void Hoplites, defending with one 
implement, and striking with another in the opening. 
When performing a standard melee attack as part of 
the Counter-Attack talent, the Auxilia may attack 
with a melee weapon he is wielding separate from the 
weapon used to Parry the opponent's attack. For 
example, the Auxilia may Parry an opponent's attack 
with a combat shield and perform an attack with a 
sword as part of their Counter-Attack. 


VOLKITE WEAPON EXPERTISE 

Tier: 2 

Prerequisites: BS 40, Weapon Training (Volkite) 
Aptitudes: Ballistic Skill, Finesse 

The Auxiliary has begun to learn where best to focus 
volkite death rays to make best use of the resulting 
deflagration. Hits triggered by the Deflagrate quality 
of Volkite weapons gain the Flame quality. 


VOLKITE WEAPON MASTERY 

Tier: 3 

Prerequisites: BS 50, Volkite Weapon Expertise 
Aptitudes: Ballistic Skill, Finesse 

The Auxilia is now a master at focusing deflagrating 
energy at specific locations, ensuring maximized 
strength of the deflagrating explosion at targeted 
points. Hits triggered by the Deflagrate quality of 
Volkite weapons gain the Felling (X) quality, where 
X is equal to the Auxiliary’s Ballistic Skill Bonus. 


ZONE MORTALIS DEPLOYMENT 

Tier: 2 

Prerequisites: Ag 40 

Aptitudes: Agility, Defense 

The average Auxilia is specifically trained to operate 
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at wide distances in ship boarding actions and in 
zero-g environments. When fighting aboard a 
voidship, void station, a zero-g environment, or other 
environment that the GM would deem “Zone 
Mortalis,” Comrade Cohesion distance is increased to 
double the Auxilia’s Agility Bonus. 


CYBERNETICA SUPPORT 

Tier: 3 

Prerequisites: Int 40, Magos Dominus Specialty, 
possess a Cortex Controller Cybernetic 

Aptitudes: Intelligence, Tech 

The Legio Cybernetica has granted a high level of 
support to the Tercio. The Magos Dominus may 
replace their servo-automata comrade with a 
Castellax Battle Automata, as listed in the Armory. 


REDUCTOR SUPPORT 

Tier: 3 

Prerequisites: Int 40, Magos Reductor Specialty, 
possess a Cortex Controller Cybernetic 

Aptitudes: Intelligence, Tech 

The Ordo Reductor has granted a high level of 
support to the Tercio. The Magos Reductor may 
replace their servo-automata comrade with a Thallax 
Shock Trooper, as listed in the Armory. 


PROCLAIMATOR 

Tier: 3 

Prerequisites: Int 50, Master Orator 

Aptitudes: Intelligence, Leadership 
Proclaimators are communication experts, their 
equipment linked to every node in the chain of 
command. The Auxilia may reroll failed Logistics 
Tests to summon Strategic Assets. 


STRATEGOS 

Tier: 3 

Prerequisites: Fel 50, Imperial Commander 
Aptitudes: Fellowship, Leadership 

A Strategos is an Auxilia Trooper fast-tracked on the 
path to leadership, one day expected to take over 
their own Sub Cohort. The Auxilia may issue one 
additional Sweeping Order per turn. 


VEXILARIUS 

Tier: 2 

Prerequisites: Int 40 

Aptitudes: Intelligence, Tech 

A veteran Auxiliary who has proven themselves via 
act of bravery or feat of arms is often granted the 
Cohort’s Vexilla, for if it falls, the battle is lost. In 
addition to its usual effects, the range of the Troop 


Vexilla attached to a comrade is increased to 100m, 
and allied Strategic Assets in range never suffer 
penalties to Break Tests. 


THE KRALIC MANEUVER 

Tier: 3 

Prerequisites: BS 40 OR WS 40, Ag 50 
Aptitudes: Agility, Finesse 

There was once a Drukhari named Zaill Kralic, a 
founding member of the House of Korst’la Internal 
Security Directorate, the HKSD, who sought to 
improve himself by challenging the greatest enemies 
he could and proving his superiority. He was known 
for taking to the skies on his grapnel, deftly 
maneuvering to enemy weak zones, and striking 
telling blows against everything from Old Slann 
beasts to Aeldari Wraithknights. Infamous and 
common within the HKSD, some modern Solar 
Auxilia of the Solaris Crusade too are taught this 
maneuver, while remaining ignorant of its origin. 


When an Auxilia uses a Grapnel as part of a 
Movement action, he may perform a special Called 
Shot as a Half Action. This special Called Shot action 
targets a weak-point of the enemy, such as exposed 
wiring, the nape of the neck, etc, and the attack gains 
the Felling (X) quality, where X is the Degrees of 
Success on the Weapon Skill or Ballistic Skill test. If 
the weapon already possesses the Felling quality, the 
Degrees of Success are added to the quality. 


When purchasing this talent, the purchaser must 
specify which characteristic, and therefore type of 
test, the talent will apply to (Weapon Skill or 
Ballistic Skill). The talent will not apply to the 
characteristic not chosen. 
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ARIORY OF THE 
SOLAR AUXILIA 


"This one has seen iconography of some lords. The 
helmet must become much more silly." 


- Magos Reductor Haddon discusses armor 
ornamentation with Lord Marshal Jerichus 


he Solar Auxilia can draw upon gear crafted to the 
same exacting standards as the Legiones Astartes. 
While this would remain unacceptable for some 
exceedingly greedy and quite selfish Tercio 
sergeants, for the rank and file, their weapons and 
armor as well as their skills and talents would set 
them apart from lesser units. Solar Auxilia armor 
allows the wearer to confidently advance into any 
environment required, and the power of the Kalibrav 
V1 Pattern Lasrifle allows even the basic trooper to 
act as an impromptu heavy weapons specialist as 
needed. In terms of specialist weapons, the Solar 
Auxilia would favor directed energy weapons, such 
as flamers, meltas, multilasers, and lascannons, both 
for logistical ease and for their suitability for void 
combat and zone mortalis operations. Volkite 
weapons, once the standard of many infantry 
sections, would gradually be restricted for use by the 
Veletaris Storm Commandos, whose veteran status 
could put such weapons best to use. For over ten 
thousand years, such weapons would be lost, until 
mysteriously reappearing in the Eastern Fringe, the 


MASTER-CRAFTED WEAPONRY 

Some wargear is above and beyond what most of 
humanity will ever see — such relics have usually 
been handcrafted or seen use by Legionary 
demigods or other heroes. 


Master-Crafted is a Craftsmanship level above 
Best, granting +2 damage to ranged and melee 
weapons in addition to the normal benefits from 
Best-Craftsmanship. Master-Crafted Armor 
reduces the Penetration of enemy weapons by 
25%, rounding down. Master-Crafted gear may 
provide additional benefits if the GM decides so. 


Master-Crafted Wargear of any kind imposes a -70 
to the Logistics Test to acquire such hallowed 
items, and may never benefit from any kind of 
bonus to the Logistics Test. Penalties, however, 
remain in effect. However, an object MAY be 
upgraded from Best to Master-Crafted, if the GM 
deems there to be appropriate tools and resources. 
It is up to the GM to set the number of Degrees of 
Success for the Crafting test (see Only War Core 
p. 115), but it should be suitably high, and ideally 
performed in the presence of a true master of their 
craft! 


Tiji and Vasenica sectors, with elite operatives and 
assassins dispatched to find the source either never 
returning, or shipped back to the inquirer still burning 
with a blue-green flame... 
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WEAPONS AND ARMAMENTS 


The Solar Auxilia was renowned for its ranged 
weapons, and much of their tactica was built upon 
drawing enemies into kill zones and unleashing 
withering firepower in defensive actions. From 
lasrifles to volkite death rays, the Solar Auxilia could 
equip themselves for any situation necessary. 
Imperialis Auxilia regiments, while possessing far 
less in terms of quality and weapon power, could 
nonetheless make an admirable display of 
themselves, at least until real soldiers showed up. 


ARCHEOTECH PISTOLS 

With more and more knowledge lost as time goes on, 
what few remnants still exist are highly sought after 
by the wealthy and martial. Archeotech pistols is a 
catch-all term for a wide variety of pistol type 
weaponry from the Dark Age of Technology, be it a 
slug gun of prodigious power or a blaster of scything 
energy. The rich flaunt them, the aggressive use 
them, and often the only way to get them is to pry 
them from their user’s cold dead hands. 


AUXILIA LASRIFLE 

The standard weapon of the Solar Auxilia for its 
ruggedness, reliability, and ease of resupply, the 
Kalibrav V1 Pattern Lasrifle fires a beam of light that 
can strike the target with a large amount of energy. 
These weapons can vaporize unarmored surfaces, and 
even pierce armor when sufficiently overcharged. 


Lasrifles can attach Collimators and Blast Chargers, 
turning the humble lasrifle into a siege weapon, at the 
risk of weapon damage. Collimator shots use two 
shots of ammunition per shot, modified further by 
Lasgun Variable Settings (LVS) multiplicatively, 
while the Blast Charger uses 12 shots of ammunition 
per shot. Note that if the Blast Charger is used, the 
Recharge quality then affects all fire modes. 


Listed Availabilites for the Auxilia rifle increase the 
more upgrades are placed on it — acquiring an Auxilia 
Lasrifle with Blast Charger also includes a 
Collimator, while acquiring an Auxilia Lasrifle with 
Collimator only includes the Collimator. 


Charger Burnout: If a 96-100 is rolled when firing 
the Blast Charger mode, the Blast Charger 
component melts, becoming useless until repaired 
with a Hard (-20) Trade (Armourer) test. 


LIGHTNING GUN 

A baroquely designed carbine connected directly to a 
reactor core, this gun functions exactly as advertised 
— it shoots fucking Lightning at things. The stream of 
ions is powerful enough to maul both the living and 
the mechanical. 


The Lightning Gun requires Exotic Proficiency 
(Integrated) unless it is connected to a standard 
Backpack power supply, in which case a shot count 
of 20 is used. 


PHOSPHEX BOMB 

A corrosive and incendiary compound that even the 
Imperium feels should have remained dead and 
buried in the turbulent past, Phosphex burns with an 
eerie blue-green flame, and cannot be extinguished in 
anything short of vacuum. If this was not bad enough, 
the cloud of flame MOVES, seeking out movement 
around it to feed its unstoppable path of incineration. 
Worse than even Rad Weaponry, to resurrect 
Phosphex is to contaminate a place with the taint of 
death itself. 


Phosphex Bombs inflict their base damage, ignoring 
armor and toughness, if the enemy fails the Hard (- 
20) Toughness test from the Toxic quality. 


Lingering Death: After resolving the Phosphex 
Bomb attack, make note of the blast’s final location. 
The blast cloud does not dissipate, but rather remains 
active at that location. 


Crawling Fire: At the start of every round, the GM 
may move any Phosphex Bomb clouds from the 
Lingering Death rule up to 3m in any direction, as 
long as that direction is closer to a living organism — 
be it ally or enemy to the party. The GM must 
immediately resolve a Phosphex Bomb hit against 
anything that falls under the Phosphex Bomb cloud’s 
new location. This will cause damage, but no new 
blasts are created (the only way to create more clouds 
is to chuck more Bombs). 
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VOLKITE WEAPONS 

Volkite Weapons are martian deathrays. They fire a 
red beam that, upon contact with an enemy, 
superheats them like a microwave, resulting in a wet- 
sounding pop. Remember the Expander from Duke 
Nukem 3D? 


Yeah. That. 


This Exotic Weapon group contains the Volkite 
Serpenta, Charger, Caliver, and Culverin. 


Deflagrate: For every hit that inflicted at least one 
Wound on an opponent, resolve an additional 
automatic hit, rolling for damage as normal. These 
additional hits do not inflict further hits themselves. 


BLAST PISTOL 

An overcharged laspistol often seen in use amongst 
Solar Auxilia officers, the Blast Pistol rivals the 
stopping power of Volkite weaponry, while 
remaining well-understood las technology. Works of 
art in their own right, they are nonetheless able to 
stop even an ork dead in its tracks. 


A Blast Pistol possesses the Twin-Linked quality, but 
does not suffer from increased ammunition use the 
quality usually inflicts. All further bonuses of the 
Twin-Linked quality remain. 


ROTOR CANNON 

The predecessor of the Assault Cannon, the Rotor 
Cannon is a multi-barreled heavy stubber that can put 
out a prodigious amounts of fire, though far weaker 
than its successor. 


SOLAR-PATTERN GRENADE LAUNCHER 

The Solar Pattern grenade launcher is a grenade 
launcher modified for use by both veteran auxilia and 
servo-automata, proofed in void conditions. While 
lacking the fire rate of other grenade launchers, the 
Solar-Pattern compensates with a built-in fire 
selector, making the weapon capable of addressing 
any situation. 


A Solar-Pattern Grenade Launcher comes pre- 
equipped with the Fire Selector Upgrade, allowing 
the weapon to have up to three different types of 
ammunition loaded (the total amount of grenades not 
exceeding its mag size). At the start of his turn, the 
wielder can use the fire selector to select which type 
of ammunition he fires for his shooting that round. 


When a Solar-Pattern Grenade Launcher is aquired 
through a successful Logistics test, it is issued with a 
number of mags of Kinetic, Krak, or Tempest 
Grenades up to the number of Degrees of Success on 
the Logistics test. The player may freely select which 
type of grenade magazine they desire. For example, 
four Degrees of Success on the Logistics test means a 
maximum of four magazines, and the player could 
decide on acquiring two mags of Kinetic Grenades, 
one mag of Krak Grenades, and one mag of Tempest 
Grenades. 


KINETIC GRENADE 

Kinetic grenades impart massive kinetic energy to 
everything in its blast zone, providing the Solar 
Auxilia a superior alternative to fragmentation 
grenades. 


Kinetic grenades may only be used in Grenade 
Launchers. They may never be thrown manually. 
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TEMPEST GRENADE 

Tempest Grenades are an advancement of standard 
Haywire grenades, able to inflict damage to machine 
systems and disabling them for assured destruction. 


Tempest Grenades inflict their damage only on 
Vehicles, Structures, enemies with the Daemon 
Engine or Machine traits, and Battle Automata, 
ignoring armor and toughness for Vehicles, 
Structures, and enemies with the Daemon Engine 
traits, and ignoring toughness for Battle Automata 
and enemies with the Machine trait. Organic targets 
without the Machine trait are unaffected, but may still 
suffer the result of the Haywire quality. 


Tempest grenades may only be used in Grenade 
Launchers. They may never be thrown manually. 


AUXILIA MILITIA WEAPONRY 

Pity the militiaman, for he has trash to his name and 
will die, alone and unsung. During the great crusade, 
it was impossible for worlds to maintain a standard 
across the fledgling Imperium. As a result, numerous 
“local” patterns of weapons would be issued to 
Imperialis Militia, to hold out until the Legiones 
Astartes or the Solar Auxilia could arrive. From 
primitive las-weaponry to even crossbows and black 
powder muskets, Auxilia Militia were woefully 
undergunned for anything they could expect to fight, 
and when the fires of the Horus Heresy raged, all 
they could really do was fucking die. 


This weapon group contains the Auxilia Pistol and 
Auxilia Rifle. Weapon type (Energy, Rending, 
Impact, Explosive) is selected on purchase. 


GRAVITON GUN 

Graviton Weaponry was not meant to be a weapon in 
the first place. Its worth in the dark days of the Horus 
Heresy, however, meant the weapons would be 
refined and improved over the following 10,000 
years. The weapon’s ability to crush enemies with the 
weight of their own armor quickly gave it a niche in 
armored combat. 


Graviton Pulse: Everything caught in the gun’s 

blast area is violently pressed to the floor and must 
take a Very Hard (—30) Strength Test or be knocked 
down. Being thrown to a solid surface from a 
standing position and forced to the ground in this way 
is enough to inflict 1d5 I Damage—treat 

this as effecting the Body location—although what 
the character or object is thrown against and how far 


they fall may well make this effect far worse. 
Additionally, anyone attempting to move or perform 
physical actions within the blast radius for 2d5 
Rounds afterwards must first pass an Opposed 
Strength Test versus Strength 60 (Unnatural (+4)) 
each Round. At the GMs discretion, the flux may 
shatter brittle objects, collapse loose flooring, rupture 
containment vessels, damage vehicles and machinery, 
plus wreak any other chaos deemed appropriate. 


AUGMENTED WEAPON 

Close combat weapons which possess minor 
technological or material enhancement, Augmented 
weapons take many forms across the galaxy. From 
hive vibroblades to thermo-axes, neural whips, 
crystal bayonets and more, augmented weapons 
compensate for a user’s lack of strength or ability 
with unique properties. It is the weapon, not the user, 
that does most of the damage. 


The wielder does not add their strength bonus to 
damage when using an Augmented Weapon. 


CHARNABAL SABRE 

Tracing their origins to the Duelling rings of Holy 
Terra, a Charnabal Sabre lacks the cutting ability of a 
power weapon, but there are those who believe that 
this allows for displays of true skill to shine through. 
Each forged in a different way, they speak of an 
individual’s duelling style as much as their affluence. 


Duelist’s Edge: When engaged in single melee 
combat with only one other enemy, the enemy is 
suffers a -10 penalty to dodge and parry tests. 


Flawless Cut: If a Weapon Skill test succeeds with 
3o0r more DoS, the attack is resolved at Pen 10. 


PARAGON BLADE 

Two-handed weapons of perfectly aligned balance 
and durability, the offensive potential of a Paragon 
Blade is unmatched. Paragon Blades have diverse 
origins — some are ancient relics of the Dark Age of 
technology, others are Xenos prizes from beyond the 
Halo Stars. All are sought after by warriors supreme. 
Paragon Blades ALWAYS require two hands to use. 


Murderous Strike: When triggering Righteous Fury, 
the enemy must make a Challenging (+0) Toughness 
test or die like a bitch, unless they are immune to 
instant death in some way (Touched by the Fates, 
some sort of Eternal Warrior, etc). 
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Name Class Range RoF Dam 
Archeotech Pistol Pistol 30m S/-/- 2d10+8E 
Auxilia Lasrifle Basic 150m _ ———S/3/- 1d10+3E 
(Collimator) Heavy 250m _ —sS/3/- 1d10+3E 
(Blast Charger) Heavy 120m S/-/- 3d10+3E 
Lightning Gun Basic 50m S/-/- 3d10+8E 
Phosphex Bomb Thrown SBx3 S/-/- 2d10+5E 
Volkite Serpenta Pistol 25m S/-/- 2d10+2E 
Volkite Charger Basic 55m S/2/- 2d10+3E 
Volkite Caliver Heavy 165m ~——S/2/3 2d10+6E 
Volkite Culverin Heavy 280m _  S/2/4 2d10+9E 
Blast Pistol Pistol 15m S/-/- 2d10+3E 
Rotor Cannon Heavy 150m -/6/10 1d10+6] 
Solar-Pattern Basic 100m _— S/-/- o 
Grenade Launcher 
Kinetic Grenade Grenade * = 1d10+7X 
Tempest Grenade Grenade i = 1d10+2E 
Graviton Gun Heavy 30m S/-/- - 
Auxilia Pistol Pistol 20m S/-/- 1d10+2* 
Auxilia Rifle Basic 75m S/-/- 1d10+3* 
Augmented Melee - - 1d10+9E 
Weapon 
Charnabal Sabre Melee - - 1d10+5R 
Paragon Blade Melee - - 2d10+8E 
Phase Lancet Melee - - 1d10+2R 
PHASE LANCET 


A bizarre weapon once said to have been used by a 
legendary surgeon primus of the Horus Heresy, 
weapons of this pattern occasionally arise amongst 
more adventurous medical practitioners. 
Incorporating xenos technology, the phase lancet not 
only cuts and cauterizes with astonishing precision, 
but disintegrates matter inside a body without 
actually piercing the flesh. 


Instant Death: After suffering at least one wound 
from this weapon, the enemy must make a 
Challenging (+0) Toughness test or die like a bitch, 
unless they are immune to instant death in some way 
(Touched by the Fates, some sort of Eternal Warrior, 
etc). 
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_ Death, Toxic (2) 


Special 


LVS, Reliable 
LVS 
Charger Burnout, 
Recharge 
Integrated, Tearing, 
Razor Sharp 
Blast (5), Corrosive, 
Toxic (2), Lingering 
Death, Crawling Fire 
Deflagrate 
Deflagrate 
Deflagrate 
Deflagrate 
LVS, Twin-Linked, 
Overheats 
Tearing 
* 


Blast (3), Tearing 
Haywire (2), Blast (2) 


Blast (5), Concussive, 
Haywire, Graviton 
Pulse 


Tearing, Duelist’s 
Edge, Flawless Cut 
Power Field, 
Murderous Strike 
Power Field, Instant 


se W/ — 
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Availability 
Near Unique 
Scarce 
Rare 


Very Rare 
Extremely Rare 


Near Unique 


Very Rare 
Very Rare 
Extremely Rare 
Extremely Rare 
Extremely Rare 


Rare 


Scarce 


Scarce 
Very Rare 
Very Rare 


Plentiful 
Plentiful 


Scarce 
Near Unique 
Unique 


Unique 
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ARMOR AND GEAR 


The Solar Auxilia was renowned for its ranged 
weapons, and much of their tactica was built upon 
drawing enemies into kill zones and unleashing 
withering firepower in defensive actions. From 
lasrifles to volkite death rays, the Solar Auxilia could 
equip themselves for any situation necessary. 
Imperialis Auxilia regiments, while possessing far 
less in terms of quality and weapon power, could 
nonetheless make an admirable display of 
themselves, at least until real soldiers showed up. 


VoID ARMOR 

Based off patterns ceded from the rings of Saturn, 
Void Armor is a specialized form of armor used in 
the void and other hazardous environments. 
Equivalent to Carapace in protection, its sealed 
design allows survivability in toxic or lack of 
atmosphere. 


Void Armor provides 6 Armor to all locations (head, 
body, arms, legs) and comes pre-equipped with the 
Vac-Sealed Upgrade, allowing it to function as a 
voidsuit with a 6 hour air supply. Void Armor grants 
a +10 bonus to Toughness tests to resist extreme heat, 
extreme cold, and ambient radiation (though directed 
radiation from weapons can overwhelm it), and can 
automatically seal the first puncture suffered in void 
conditions. 


Good-Craftsmanship Void Armor, in addition to 
normal effects, automatically seals all punctures 
suffered in void conditions, while Best- 
Craftsmanship Void Armor, in addition to normal 
effects and Good-craftsmanship effects, makes the 
wearer immune to ambient radiation, and grants a 
+10 bonus to Toughness tests to resist directed 
radiation. 


Void Armor can be Reinforced, making the 
Availability one step more difficult, but allows the 
wearer to reroll failed Agility tests against Flame and 
Spray weapons. 


BiO-CORROSIVE AMMUNITION 

Rotor Cannons are capable of great rates of fire, but 
often sacrifice stopping power. Bio-corrosive rounds 
seek to fix that, allowing a way to strike at heavy 
armor .Bio-Corrosive Ammunition grants Rotor 
Cannons the Toxic (2) and Corrosive quality, but 
halve the range of the weapon. 


Name Availability 
Void Armor Very Rare 
Artificer Armor Near Unique 


Bio-Corrosive 
Ammunition 
Cyber Familiar 
Cortex Controller 


Extremely Rare 


Extremely Rare 
Extremely Rare 


Displacer Matrix Near Unique 
Grav Wave Generator Extremely Rare 
Tron Halo Very Rare 
Mechanicum Protectiva Very Rare 


Psi Jammer Extremely Rare 


Troop Vexilla Rare 
Auto-Gurney Near Unique 
Rapier Platform Very Rare 
Tarantula i 
Aegis Defense Line ig 
Salvation Augur Common 
ARTIFICER ARMOR 


Only the greatest of the Solar Auxilia, the Lord 
Marshals, eventually gain the right to use Artificer 
Armor, the best protection available to a man short of 
terminator armor. 


Artificer Armor provides 10 Armor to all locations 
(Head, Body, Arms, Legs), and possesses a fusion 
power pack that grants the armor unlimited power for 
all standard and battlefield operations. A character 
wearing Artificer Armor gains the Unnatural Strength 
(2) and Unnatural Perception (2) Traits (or increases 
the value of these Traits by 2) and increases the value 
of his Size Trait by 1 (usually to Size Hulking/5). 
Artificer Armor is environmentally sealed as long as 
the helmet is worn. Artificer armor includes a built-in 
auspex, photo-visor, and recoil gloves, and grants the 
Sturdy Trait. 


Artificer Armor for the Solar Auxilia is always 
considered Master-Crafted, and the Logistics Test 
must be made at that quality level. The craftsmanship 
increase is already included in the armor value. 


CYBER-FAMILIAR 

A Cyber-Familiar is a miniscule construct that assists 
its master in power distribution and defense. They 
operate as a mere extension of their owner’s will. 


A Cyber-Familiar is a cybernetic that increases the 
potency of any protective fields the user has by +15 
(to a maximum of 60), or if the user has no protective 
field, grants them a PR20 Field (Overload 1-10). In 
addition, they allow their user to reroll failed 
Exploration and Crafting skills. 
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CORTEX CONTROLLER 

The Cortex Controller is a cybernetic that allows the 
bearer to command and control Battle Automata of 
the Legio Cybernetica, seeing what they see and 
experiencing what they experience. Only the greatest 
of adepts can hope to interpret the storm of data 
Battle Automata produce. 


The bearer of a Cortex Controller may control up to 
three Scyllax, OR two Vorax, OR one Castellax, OR 
one Domitar / Arlatax, OR one Thanatar variant. As a 
Half Action, the bearer may allow controlled Battle 
Automata within 30m to enact their own two Half 
actions as normal, without being subject to the 
Programmed Behavior rule. This half action counts 
as an attack, so the bearer may not perform Attack 
actions himself. Without spending this Half Action, 
Battle Automata are limited to a single half action on 
the bearer’s turn. 


DISPLACER MATRIX 

Xenos relics taking the form of glassy black amulets, 
predating even the Aeldari, a Displacer Matrix is 
used to shunt the bearer to safety...most of the time. 


A Displacer Matrix grants a PR60 defensive field. 
However, if a result of between 1-10 is rolled, the 
wearer must roll for a random direction, and is 
immediately teleported 2d10 meters in that random 
direction. Note that solid footing and suitably empty 
space is not always guaranteed, and teleporting into a 
bad place can possibly kill the wearer! Whoops! 


GRAV WAVE GENERATOR 

Often found in pre-imperial wrecks, the Grav Wave 
Generators project pulses of force a few meters away 
from the generator. While it is often not enough to 
stop an assault fully, it is often enough to rob it of its 
impetus. 


If the owner of a Grav Wave Generator is charged, 
the charging enemy must make a Very Hard (-30) 
Agility test. They suffer a penalty to the charge 
distance equal to the degrees of failure on the test. 


TRON HALO 

Granted only to legendary commanders and honored 
champions, Iron Halos project a barrier of force in all 
directions to deflect impacts and energy discharges. 


Displaying the Iron Halo grants a +10 bonus to 
Interaction skill tests with members of the Solar 


Auxilia, Excertus Imperialis, and Astra Militarum. It 
grants a PR45 defensive field. 


MECHANICUM PROTECTIVA 

Mechanicum Protectiva are protective energy fields 
used by high ranking priests of the Mechanicum to 
defend against the dangers of the battlefield and 
attacks by rivals. The frequency and modulation of 
each protectiva is known only to the owner. 


Displaying the Mechanicum Protectiva grants a +10 
bonus to Interaction skill tests with members of the 
Mechanicum. It grants a PR45 defensive field. 


Psi JAMMER 

Often prohibited and misunderstood technology, 
sometimes even xenos tech, Psi Jammers generate a 
field which inhibits psychic energy and hides the 
owner’s mind from telepathic contact. This has the 
side effect of making psykers think the bearer is 
mindless, but I’m sure that’s not such a big deal. 


A Psi Jammer grants immunity to psychic powers 
used to cloud, control, or delude the bearer’s mind in 
a 3m radius from the bearer. 


TROOP VEXILLA 

The Solar Auxilia look to their Troop Vexillas for 
inspiration, for their cause is righteous, and 
Compliance is a worthy task to dedicate one’s life to. 


The Troop Vexilla is assigned to a Comrade, attached 
to their back. When fighting formations, Auxiliaries 
in the squad increase the number of Underlings killed 
by | from Close Combat attacks, and the Auxiliaries 
in the squad may always attempt a Challenging (+0) 
Willpower test to negate the Shock Table result, even 
if that effect does not normally allow one to “snap 
out of it.” This test can never suffer from any 
penalties the Shock Table result imposes. 


AUTO-GURNEY 

A self propelled medical suite that possesses 
considerably greater ability than a medkit, but is hard 
to use in battlefield conditions. 


An Auto-Gurney counts as a Medkit, granting a +30 
bonus to Medicae Tests, increases the threshold of 
Lightly Wounded to 3 times the patient’s Toughness 
Bonus, and increases the wounds healed by First Aid 
to twice the user’s intelligence bonus plus the number 
of Degrees of Success on the Medicae test. The 
controller’s size however, is increased to Hulking / 5. 
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RAPIER PLATFORM 

A Rapier Platform allows for an Auxiliary to use and 
transport weapons normally limited to vehicles. It is a 
customizable and easily transported mobile platform 
that can provide heavy fire support to a squad. 


Rapiers have T60 and 30 wounds, with Size 
(Hulking), Fearless, Machine (10), Unnatural 
Toughness (+6), and Ag Bonus (4) for movement. 


Rapiers cannot take actions independent of the 
controller, but otherwise can be commanded to move 
by the user, dividing actions as normal. A Rapier 
Remote Control has range of 500m. Rapiers must be 
fixed with a -10 Tech Use test, each DoS restoring 1 
wound. They explode at 0 wounds. 


Firing a Rapier's weapon counts as the character's 
attack. Rapiers be equipped with weapons from the 
following list, with the exception of the Graviton 
Cannon, which must be issued as mission gear. 


Quad Multi-Laser (150m, -/-/10, 2d10+10E, Pen 2, 
Mag 400, Rld 4 Full, Reliable, Storm, Twin-Linked) 
Laser Destroyer (200m, S/-/-, 6d10+12E, Pen 14, 
Mag 10, Rld 4 Full, Proven (4), Twin-Linked) 

Quad Mortar (300m, -/-/4, Mag 40, Rld 5 Full, Fire 
Selector) 

-Frag (2d10+2X, Pen 4, Blast (3), Indirect, Pinning, 
Shell-Shock) 

-Shatter (3d10+10X, Pen 6, Indirect, Sunder) 
Graviton Cannon (45m, S/-/-, S*, Pen -, Mag 5, Rld 3 
Full, Blast (5), Concussive, Haywire (5), Graviton 
Pulse) 


Sunder: Damage dice may be rerolled. The second 
result stands. 


Shell-Shock: Enemies hit by this weapon suffer a -10 
penalty to Pinning tests. 


TARANTULA 

When an Auxilia is expected to hold ground, but 
has more important places to be or the squad is 
undermanned, he can summon a Tarantula, an 
automated defense platform that can hold ground 
until reinforcements can reach the area. 


Once per encounter, the Auxilia may deep strike a 
Tarantula Turret from orbit with a successful 
Challenging (+0) Logistics Test. A Tarantula has 
BS35, a Toughness Characteristic of 60, 30 wounds, 
and the Hulking, Fearless, Machine (10), and 


Unnatural Toughness (+6) traits. A Tarantula cannot 
move once deployed but can be recovered after use. 


The Tarantula is equipped with a weapon from the 
list below, selected by the players. The Tarantula will 
automatically fire at targets its weapon is best suited 
for. 


Twin-Linked Heavy Bolters (150m, -/-/6, 1d10+8X, 
Pen 5, Mag 120, 2 Full, Tearing, Twin-Linked) 
Twin-Linked Multilaser (150m, -/-/5, 2d10+10E, Pen 
2, Mag 200, Rid 4 Full, Reliable, Twin-Linked) 

Two Twin-Linked Rotor Cannon (150m, -/6/10, 
1d10+6I, Pen 3, Mag 400, Rid 6 Full, Tearing, Twin- 
Linked) 

Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 5, Rld 2 Full, Proven (3), Twin-Linked) 
Multimelta (60m, S/-/-, 2d10+16E, Pen 12, Mag 12, 
Rid Full, Melta, Blast (1)) and Searchlight 

Hyperios Air-Defense Missile Launcher (200m, S/-/-, 
3d10+10X, Pen 10, Mag 20, Rid 4 Full, Anti-Air 
(Advanced), Reroll Miss vs Aircraft) 


AEGIS DEFENSE LINE 

A tried and true defense line, many Auxilia have 
sworn upon its armor, as they prosecute their 
defensive wars. 


Once per encounter, the Auxilia may air-drop an 
Aegis Defense Line from orbit with a successful 
Challenging (+0) Logistics Test. An Aegis Defense 
Line grants 32 points of cover in a 12m line. If the 
test is taken as Difficult (-10), then the Aegis 
includes additional ammo stores and comm relay, 
allowing characters behind it to reroll failed Ballistic 
Skill and Command tests of up to one degree of 
failure. If the test is taken as Hard (-20), then the 
Defense Line also possesses an Icarus Lascannon 
(300m, S/-/-, 5d10+10E, Pen 10, Mag 5, Rid 2 Full, 
Proven (3), Anti-Air (Advanced)) or a Quad Gun 
(300m, S/3/6, 3d10+8I, Pen 6, Mag 60, Rid 4 Full, 
Reliable, Twin-Linked) for use, in addition to ammo 
stores and comm relays. 


SALVATION AUGUR 

A tiny augur the size of a chrono, the Salvation augur 
detects environmental dangers like radiation, toxins, 
and pollutants, and beeps when danger is detected. 
Common-Craftsmanship models merely beep when 
they detect something, while Good-Craftsmanship 
versions are read with an Ordinary (+10) Tech Use 
test to identify the specific hazard. 
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RELICS OF THE AGE OF 
DARKNESS 


Many relics from the Dark Age of Technology would 
go on to see use in the Solar Auxilia. These relics 
would grant their bearers great abilities and combat 
capabilities, though they were highly desired, and 
often...switched hands. The Solar Auxilia was no 
exception, using a number of unique relics that fit 
their fighting style. 


Relics are special in that they have no Availability, 
and thus cannot be purchased through Logistics — the 
GM may only issue them on a per-mission basis, 
usually as Mission Assignment Gear, but also on a 
special case by case basis if the Commanding 
Officers of the Cohort deem such relics necessary. In 
addition to the two Solar Auxilia-specific relics listed 
here, the following relics from The Good, The Bad, 
and the Alpha Legion may be issued in this way. 


Nanyte Blaster 

Warp Shunt Field 

Phase-Walker 

Combat Augment Array 

Cloaking Array 

Void Shield Harness 
METAPHASIC READER 

The Metaphasic Reader is an Auspex of incalculable 
ability. It can detect all forms of energy known to the 
Mechanicum, and even some they do not know. 
Users of the Metaphasic Reader have found that the 
Auspex will even warn of surprise attacks, be it by 
detecting incoming heat of atmospheric entry, the 
dull thrumming of a stealth field, or even the 
sundering of the veil between the Materium and the 
Warp. 


VVVVVV 


The Metaphasic Reader follows the rules for 
Auspexes. In addition, the bearer gains the Unnatural 
Senses (Special) trait, with a range of 50m. Within 
this range, the character may make a Challenging 
(+0) Awareness test to know the position of enemies 
hidden or concealed, via the Stealth skill, wargear, or 
other esoteric means. This Unnatural Sense will not 
show the type, size, or armament, or any other 
information of detected enemies, only their presence. 
Enemies concealed in cover retain their cover 
bonuses if the character or his allies attack the 
detected enemies. 


Finally, if enemies teleport into combat by any 
means, or deep strike with any other method like 


Drop Pods, within 50m of the bearer, the bearer and 
allies within Cohesion range (usually 5 meters) may 
immediately perform a Ranged Attack action with 
their currently held weapon, using the highest rate of 
fire of their weapon, as a Reaction against the enemy. 


APEX DIGITAL WEAPON 

Digital weapons, crafted by the apelike Jokaero, are 
highly sought after by the Imperium’s aristocracy and 
commanders. Though in the appearance of a ring, a 
digital weapon contains surprising firepower. An 
Apex Digital weapon, the peak of its kind, can fire 
heavy weapon shots while remaining no larger than a 
normal ring. 


An Apex Digital Weapon may be fired using one of 
the profiles below. Once used, “reloading” the Apex 
Digital Weapon requires a Challenging (+0) Tech 
Use test, and 1d5 hours. An Apex Digital Weapon 
may be used in melee as if it was a pistol. 


Volkite Caliver (165m, S/2/3, 2d10+6E, Pen 4, Mag 
30, 4 Full, Deflagrate) 

Multi-Melta (Heavy, 60m, S/-/-, 2d10+16E, Pen 12, 
Mag 12, Rid Full, Melta, Blast (1)) 

Autocannon (300m, S/3/-, 3d10+8I1, Pen 6, Mag 20, 
Rid 2 Full, Reliable) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 


When noone was looking, the Blood Ravens 
took forty relics. They took 40 relics. 

That's as many as four tens. 

And that's heresy. 
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NEW COMRADES 


Not all elements of the Solar Auxilia were purely 
human. Charonite Ogryns and Servo-Automata were 
used extensively by troops in linebreaker and support 
roles, while Castellax and Thallax were sometimes 
attached to trusted Mechanicum representatives. 
While rare, the power of these augmented beings 
often meant the difference between victory and 
defeat. 


Battle Automata have the following traits. 


+Cybernetic Resilience: The Battle Automata may 
reroll failed Toughness tests from the Toxic quality, 
and is immune to the Fleshbane quality. However, 
when hit by an attack with the Haywire quality, the 
Battle Automata must make a Challenging (+0) 
Toughness test, or take 1d10 wounds ignoring armor 
and toughness, in addition to the normal Haywire 
effects. 


Programmed Behavior: Unless within 30m of a 
Cortex Controller, the Battle Automata must follow a 
programmed set of restrictions, outlined as below. 


Methodical: The Battle Automata may not perform the Run 
action, and must move towards the closest enemy unit it is 
able to harm. 

Target Priority: The Battle Automata must fire all of its 
weapons against the closest enemy within 30m any of its 
weapons are able to harm. If this is not the case, it is free to 
select targets as normal. 

Onslaught: The Battle Automata must charge the closest 
enemy within 30m if able. The Charge attack mandated by 
Onslaught takes precedence over ranged attacks mandated 
by Fire Protocols. 

Fire Protocols: The Battle Automata must fire up to three 
of its weapons at the same target designated by Target 
Priority. These weapons may be of the Pistol, Basic, Heavy 
class, or any combination of the three, and must fire at the 
highest rate of fire. The Automata receives no bonus to the 
Ballistic Skill from rate of fire, however. This combined 
singular “Fire Protocols Attack” is a Half Action. 


For example, a Vorax outside of a cortex controller must 
first Half-Move towards the nearest enemy. It must fire its 
Lightning Gun and its two Rotor Cannons at a singular 
target. It must fire a single shot of its lightning gun and 
perform two Full Auto attacks with its rotor cannons, 
ending its turn. The following round, it must charge if in 
range. Otherwise, it returns to moving and shooting. 


When in range of a cortex controller, the Fire 
Protocols Attack is instead a Full Action, may benefit 
from bonuses to the Ballistic Skill from rate of fire, 
and the target(s) may be freely selected by the bearer 
of the Cortex Controller. 


Reactor Blast: Upon reducing the Battle Automata 
to zero wounds, the Automata may make a 
Challenging (+0) Tech Use test. If successful, the 
Battle Automata’s Atomantic reactor explodes, 
dealing 1d10+9 Energy damage with Pen 0 to 
everything (ally or enemy) within 5m. 


Comrades are proficient in their equipped weapons. 
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SERVO-AUTOMATA 

Affectionately called “Servo-Squids” by those who 
work heavily with them, Servo-Automata are 
adorable constructs who float slightly above the 
ground, their armored frames as tough as a 
Kataphron. They are capable of being armed with a 
variety of basic and heavy weapons, and float 
dutifully behind their Techpriest owner, happily 
chirping all the while. They make squeaking sounds 
when one hugs them. 


Servo-Automata may be purchased with Logistics at 
the given rarity, or acquired through the Unusual 
Companion Talent purchased as if it was a Tier 2 
talent. When acting as Comrades, Servo-Automata 
follow the normal Comrade wound track. 


Servo-Automata are capable of mounting one of the 
following weapons - Melee weapons of any kind, 
Flamer, Phased Plasma Fusil, Rotor Cannon, Solar- 
Pattern Grenade Launcher, Heavy Bolter, Multi- 
Melta. 


Servo-Automata 


WS | BS | S_| T | Ag | Int | Per | WP | Fel 


30 | 30 | 40 | 50 | 30 | 10 | 20 | 30 | 05 


Movement: 6/12/18/36 Wounds: 10 
Armor: Machine (4) 

Total TB: 10 

Skills: Awareness, Dodge, Tech Use 

Talents: None. 

Traits: Auto-Stabilized, Hover (6), Servo-Automata 
Support;, Cybernetica Control;;, Machine (4), 
Unnatural Strength +4, Unnatural Toughness +5 
Weapons: Maxim Bolter OR Flamer. 

Gear: Internal Micro-Bead 

+Servo-Automata Support: If the Servo-Automata 
is within Im of its owner, it grants a +10 to Tech Use 
tests when repairing Vehicles and Battle Automata. 
The bonus from multiple servo-automata stacks. 
++Cybernetica Control: The Servo-automata is 
capable of enhanced action when directly supervised, 
making it superior to regular servitors. As long as the 
Servo-automata is in Cohesion with its owner, its 
owner may, as a Half Action, fire the Servo- 
automata’s equipped weapon rather than their own. If 
the owner bears a Cybernetica Cortex, the Servo- 
Automata instead gains its own Half Action that it 
may use to fire its own weapon independently of its 
owner. Servo-Squid is doing its best, please wait 
warmly. 

Availability: Very Rare 


CASTELLAX-CLASS BATTLE AUTOMATA 

A general purpose Battle Automata, the Castellax is 
designed for siege work and shock assaults, housing a 
particularly aggressive machine spirit to better rip 
apart its enemies. 


When acting as Comrades, a Castellax retains their 
combat profile. 


Castellax 

WS | BS | S | T | Ag | Int | Per | WP | Fel 
35 | 45 | 55 | 50 | 30 | 25 | 30 | 35 - 
Movement: 5/10/15/30 Wounds: 40 
Armor: Machine (All 8) Total TB: 15 
Atomantic Shielding: (PR35 Field, PR20 when in 
Melee, does not Overload under normal 
circumstances) 

Skills: Awareness +10, Dodge, Tech Use 

Talents: Berserk Charge, Fearless, Resistance 
(Psychic Powers), Two Weapon Wielder (Ballistic, 
Melee), Gunslinger, Sidearm, Blade Dancer 

Traits: Auto-Stabilized, Machine (8), Unnatural 
Strength (+5), Unnatural Toughness (+10), Size 
(Enormous/6), Cybernetic Resiliencet, Programmed 
Behavior, Reactor Blast 

Weapons: 

Select one of the following Main weapons at 
purchase. Selecting a Darkfire Cannon or Multi- 
Melta increases the cost of the talent by 200 XP. 


Mauler Bolt Cannon (90m, -/-/6, 2d10+8X, Pen 8, 
Mag 60, Rid Full, Tearing) 

Multi-Melta (Heavy, 60m, S/-/-, 2d10+16E, Pen 12, 
Mag 12, Rid Full, Melta, Blast (1)) 

Darkfire Cannon (375m, S/2/-, 2d10+14E, Pen 5, 
Felling (4), Proven (4), Overheats, Lance, Integrated) 


Select two Arm-Mounted Weapons and Two Melee 
Weapons 


Two Arm-Mounted Bolters (100m, S/3/-, 1d10+9X, 
Pen 4, Mag 24, Rld Full, Tearing) or two Arm- 
Mounted Flamers (Basic, 20m, S/-/-, 1d10+4E, Pen 
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2, Mag 6, Rid 2 Full, Flame, Spray) 

Two Melee Shock Chargers (Melee, 1d10+12E, Pen 
10, Concussive (0), Unwieldy) or Two Melee Power 
Blades (Melee, 1d10+13E, Pen 12, Power Field, 
Tearing) 

Gear: None 


THALLAX SHOCK TROOPER 

Thallax are cybernetic thrall troopers, who have had 
every bit of themselves except their brains and some 
organs cut away and replaced with the Lorica 
Thallax, heavy lightning guns, and the reward of 
temporary painkillers if they do a good job. Think 
that scene in the new Robocop movie where they 
reveal all that’s left of Robocop. Sucks to be them. 


When acting as Comrades, a Thallax Shock Trooper 
retains their combat profile. 


Thallax Shock Trooper 


WS | BS | S_| T | Ag | Int | Per | WP | Fel 


30 | 45 | 50 | 50 | 25 | 35 | 45 | 40 | 10 


Movement: 6/12/18/36 Wounds: 30 
Armor: Lorica Thallax (All 6) Total TB: 10 
Skills: Awareness, Dodge, Tech Use +10 

Talents: Nerves of Steel, Resistance (Fear) 
Traits: Auto-Stabilized, Unnatural Strength (+5), 
Unnatural Toughness (+5), Size (Hulking/5) 
Weapons: 

Select one of the following weapons at purchase. 
Selecting a Multi-Laser, Multi-Melta, or Photon 
Thruster increases the cost of the talent by 200 XP. 


Lightning Gun (Basic, 50m, S/-/-, 3d10+8E, Pen 4. 
Integrated, Tearing, Razor Sharp) with built-in Chain 
Attachment 

Phased Plasma Fusil (Basic, 100m, S/2/4, 2d10E, Pen 
6, Integrated) 

Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 
200, Rld 4 Full, Reliable) 

Irad-Cleanser (Basic, 30m, S/-/-, 1d10+3E, Pen 4, 
Mag 20, Rld 4 Full, Spray, Fleshbane, Rad-Phage) 
Multi-Melta (Heavy, 60m, S/-/-, 2d10+16E, Pen 12, 
Mag 12, Rid Full, Melta, Blast (1)) 

Photon Thruster (Basic, 300m, S/2/-, 2d10+8E, Pen 
5, Felling (4), Proven (3), Overheats, Lance, 
Integrated) 


Frag Grenades (S/-/-, 30m, 2d10X, Pen 0, Blast (3)) 


Fleshbane: Damage from this attack ignores 
Toughness Bonus. Armor functions normally. 


Rad-Phage: Upon taking wounds, the enemy must 
make a Challenging (+0) Toughness Test or suffer 
2d10 Toughness Damage. 

Lorica Thallax: Provides 6 Armor, the Flyer (6) 
trait, a Micro-Bead, and the Vac-Sealed Armor 
Upgrade, which lasts indefinitely. 

Djinn Sight: When firing at an enemy behind 

cover, the Thallax’s ranged attacks ignore up to 8 
points of cover. In addition, the Thallax immediately 
gets a free Challenging (+0) Awareness test to detect 
hidden enemies within 50m of him, should any 
appear. Beyond 10km, however, the world is a haze 
of electromagnetic turmoil and seismic percussion. 
Rule of the Reductor: The Thallax Shock Trooper is 
capable of enhanced action in combat situations. As 
long as the Thallax Shock Trooper is in Cohesion 
with its owner, it may, as a Half Action, fire its 
equipped weapon rather at a target designated by the 
Magos Reductor. 


CHARONITE OGRYN 

Once gentle giants, the Charonite Ogryns are 
surgically mutilated to become augmented 
killmachines, able to stand toe to to with even the 
Legiones Astartes. Mars would refuse to sanction the 
augmentations, as they were drawn from Xenos 
technology, and thus these monstrosities would 
remain rare in the ranks of the Solar Auxilia. 


When acting as Comrades, a Charonite Ogryn retains 
their combat profile. A Charonite Ogryn may only be 
acquired if the character is a Charonite Warden. 


Charonite Ogryn 
WS | BS | S_| T | Ag | Int | Per | WP | Fel 
45 | 30 | 50 | 50| 25 | - | 30 | 25 - 


Movement: 3/6/9/18 Wounds: 30 
Armor: Void Armor (AII 6) Total TB: 8 
Skills: Awareness, Dodge, Intimidate +20 

Talents: Nerves of Steel, Frenzy, Swift Attack, 
Lightning Attack, Two-Weapon Wielder (Melee), 
Crushing Blow 

Traits: Auto-Stabilized, Unnatural Strength (+3), 
Unnatural Toughness (+3), Size (Hulking/5) 
Weapons: Two Charonite Claws (Melee, 2d10+12R, 
Pen 8, Power Field, Flesh Ripper) 

Flesh Ripper: When triggering Righteous Fury, the 
hit is resolved at Pen 12, and the enemy must make a 
Challenging (+0) Toughness test or die like a bitch, 
unless they are immune to instant death in some way. 
(Touched by the Fates, Eternal Warrior, etc). 
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VEHICLES OF THE 
SOLAR AUXILIA 


"Commander! And it's not even my birthday!" 


- Solar Auxilia Sub-Lieutenant Dan’yel “Wheels” 
Jackson sees a Leman Russ Incinerator for the first 
time. 


nfantry was not the only specialty of the Solar 
Auxilia. A truly combined arms force, the Solar 
Auxilia could call upon armored tanks, such as the 
Leman Russ, as well as heavier vehicles, such as the 
Malcador and others designed from its chassis. The 
Solar Auxilia also maintained a full air corps, using 
Lightning Primaris and Thunderbolt fighters, and 
using Arvus Lighter and Shark Assault Boats for 
deployment. Entire companies of Artillery Tanks 
pounded enemy fortifications, in time for great 
superheavy land battleships to trundle on and destroy 
all resistance. Even the ground itself could be an 
enemy, as Solar Auxilia Termites could tunnel 
anywhere, disgorging troops as needed. There was 
little the Solar Auxilia could not do, nothing they 
could not face. It would be a devastating lesson xenos 
and heretic would learn all over again when engaging 
the reforged Solar Auxilia in the Tiji and Vasenica 
sectors. With the Cicatrix Maledictum in full swing, 
there is no reason to hold back, and the Solar Auxilia 
are more than capable of taking the vanguard. 


New vehicles of the Solar Auxilia will be detailed in 
this chapter, but there is a number of vehicles already 
in Only War that are available to the Solar Auxilia. 
The following vehicles from Only War, Hammer of 
the Emperor, Shield of Humanity, and No Surrender 
are available to the Solar Auxilia for use and should 
have the Explorator Adaptions special rule applied to 
them. 


Leman Russ Battle Tank + * 

Leman Russ Exterminator + * 

Leman Russ Vanquisher + * 

Leman Russ Demolisher ++ * 

Leman Russ Executioner ++ * 

Baneblade * 

Shadowsword * 

Stormlord * 

Cyclops Demolition Vehicle 

+ This tank is designated a Strike Tank and has the 
Induction Chargers and the Auxiliary Drive Special 
Rules. 

++ This tank is designated an Assault Tank and has 
the Coordinated Fire Protocols and the Auxiliary 
Drive Special Rules. 

* These vehicles may select multi-lasers as a pintle- 
mounted option. 


VVVVVVV VV 


Explorator Adaptions: The vehicle has a PR20 
defensive “field” against weapons with the Blast, 
Spray, or Flame Quality. This field, being a 
representation of sealed spaces, does not overload. 
The vehicle is capable of operating in the void or lack 
of atmosphere, containing 6 hours of air. The crew 
and passengers are protected from toxic gas or other 
environmental effects. The vehicle treats all terrain as 
open terrain. However, the vehicle is incapable of 
mounting sponsons unless it is a Superheavy or 
Saturnytne-pattern vehicle. 


Auxiliary Drive: Tech Use tests to repair this vehicle 
gain a +20 bonus. When attempting to specifically 
restore a Drive Damaged result, the Tech Use test is 
considered two steps easier in addition. 


Induction Charger: Once per encounter, the driver 
may double the vehicle’s tactical speed. 


Coordinated Fire Protocols: When a vehicle with 
this special rule fires at an enemy target, further 
vehicles with this special rule gain a +10 bonus to 
Ballistic skill tests to fire at the same enemy target 
until the start of the original vehicle’s next round. 


167 


LEMAN RUSS INCINERATOR 

Mainstays of the Solar Auxilia and Imperialis 
Militias, the Leman Russ is a sturdy and dependable 
platform for numerous weapons for a multitude of 
battlefield roles. Rediscovered on the world of Nova 
Borilia after the Vika Fenryka campaign against the 
xenos Noman, the Leman Russ has served the 
Imperium faithfully since. The Leman Russ 
Incinerator mounts a Volkite Demi-Culverin, a 
Volkite variant large and powerful enough to require 
a dedicated tank platform. Its void-sealed hull is 
capable of deflecting some blasts, and is better suited 
to the dangerous terrain the Solar Auxilia tend to 
encounter. 


Type: Ground Vehicle (Tracked) 
Tactical Speed: 12m 

Cruising Speed: 35 kph 
Maneuverability: -10 

Structural Integrity: 55 

Size: Massive / 7 

Armour: Front 40, Side 32, Rear 20 
Crew: Commander, Driver, Gunner 
Carrying Capacity: None 


Weapons 

One Gunner-Operated Turret-Mounted Volkite 
Demi-Culverin (280m, -/-/5, 3d10+8E, Pen 4, Mag -, 
Rid -, Deflagrate, Twin-Linked) 


One Driver-Operated Hull Mounted Weapon 

Heavy Bolter (150m, -/-/6, 1d10+8X, Pen 5, Mag 
120, Full, Tearing) 

Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 60, 
Full, Tearing) 

Lascannon (300m, S/—/-, 5d10+10E, Pen 10, Mag 30, 
2 Full, Proven (3)) 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


One Commander-Operated Pintle Mounted Weapon 
Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 60, 
Full, Tearing) 

Heavy Flamer (30m, S/—/-, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Special Rules 
Explorator Adaptions 
Auxiliary Drive 
Coordinated Fire Protocols 
Reinforced Hull 


LEMAN RUss ANNIHILATOR 

The Leman Russ is still a sturdy and dependable 
platform for numerous weapons, just like it was for 
the Leman Russ Incinerator to the left. The Leman 
Russ Annihilator, however, forgoes anti-infantry and 
generalist power for a set of lascannons in its turret, 
making it excellent for hunting enemy vehicles, 
doubly so if a lascannon hull-mounted weapon is 
selected. It too possesses a void-sealed hull, allowing 
it to operate anywhere from underwater to deep 
space. 


Correct. A deep space tank. Glory to the Imperium of 
Mankind. 


Type: Ground Vehicle (Tracked) 
Tactical Speed: 12m 

Cruising Speed: 35 kph 
Maneuverability: -10 

Structural Integrity: 55 

Size: Massive / 7 

Armour: Front 40, Side 32, Rear 20 
Crew: Commander, Driver, Gunner 
Carrying Capacity: None 


Weapons 

One Gunner-Operated Turret-Mounted Twin-Linked 
Lascannon (300m, S/—/-, 5d10+10 E, Pen 10, Mag 
30, Rid 4 Full, Proven (3), Twin-Linked) 


One Driver-Operated Hull Mounted Weapon 

Heavy Bolter (150m, -/-/6, 1d10+8X, Pen 5, Mag 
120, Full, Tearing) 

Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 60, 
Full, Tearing) 

Lascannon (300m, S/—/-, 5d10+10E, Pen 10, Mag 30, 
2 Full, Proven (3)) 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


One Commander-Operated Pintle Mounted Weapon 
Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 60, 
Full, Tearing) 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Special Rules 
Explorator Adaptions 
Auxiliary Drive 
Induction Charger 
Reinforced Hull 
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DRACOSAN ARMORED TRANSPORT 

Based off the Malcador chassis, the Dracosan 
Armored Transport is capable of fitting 20 soldiers in 
a vehicle frame built to the same exacting standards 
the vehicles of the Spess Mehreens use. Used as 
transports for Solar Auxilia Tercios, the Dracosan 
can be upgunned at the cost of transport space. 


Type: Ground Vehicle (Tracked) 

Tactical Speed: 10m 

Cruising Speed: 30 kph 

Maneuverability: -25 

Structural Integrity: 75 

Size: Immense / 8 

Armour: Front 35, Side 30, Rear 25 

Crew: Driver, Commander 

Carrying Capacity: 20 Armsmen and supporting 
gear. 


Weapons 

One Driver-Operated Hull Mounted Weapon 
Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 30, 
2 Full, Proven (3), Twin-Linked) 

Demolisher Cannon (50m, S/—/—, 4d10+20X, Pen 10, 
Mag 2, Reload Full, Blast (10), Concussive (3)) 


If the Demolisher Cannon is selected, transport 
capacity is reduced to 10 Auxilia and supporting 
gear. 


One Commander-Operated Pintle Mounted Weapon 
Multi-Laser (150m, -/-/5, 2d10+10E, Pen 2, Mag 60, 
Full, Reliable) 

Heavy Flamer (30m, S/-/-, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Special Rules 
Explorator Adaptions 
Auxiliary Drive 
Reinforced Hull 


SOLAR-PATTERN MALCADOR HEAVY 


TANK 

An absolutely ancient tank dating to the Age of Strife 
and named after the Emperor’s bestie, the Malcador 
is not as heavily armed or armored as most other 
superheavies, but is cheaper to manufacture, and is 
much faster thanks to its sub-atomantic reactor, a 
powerful engine that allows great bursts of speed. 


Type: Super-Heavy Ground Vehicle (Tracked) 
Tactical Speed: 15m 

Cruising Speed: 45 kph 

Maneuverability: -20 

Structural Integrity: 100 

Size: Immense / 8 

Armour: Front 35, Side 35 Rear 30 

Crew: Driver, Commander, 3 Gunners 
Carrying Capacity: None. 


Weapons 

One Commander-Operated Traverse-Mounted 
weapon from the following list. 

Battle Cannon (750m, S/-/-, 3d10+10X, Pen 8, Mag 
12, Rld 3 Full, Blast (10), Concussive (3), Reliable) 
or Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 30, Rid 2 Full, Proven (3), Twin- 
Linked) 


One Driver-Operated Hull-Mounted weapon 
Autocannon (300m, S/3/-, 3d10+8I1, Pen 6, Mag 20, 
Rld 2 Full, Reliable) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 

Heavy Flamer (30m, S/-/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 

Demolisher Cannon (50m, S/-/-, 4d10+20X, Pen 10, 
Mag 2, Rid Full, Blast (10), Concussive (3)) 


Two Gunner-Operated Sponson-Mounted weapons 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 

Autocannon (300m, S/3/-, 3d10+8I1, Pen 6, Mag 20, 
Rld 2 Full, Reliable) 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 


One Gunner-Operated Pintle Weapon 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 
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Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Special Rules 

Ground Vehicle 
Super-Heavy* 

Enhanced Motive Systems* 
Explorator Adaptions 
Smoke Launchers 
Searchlight 


*Note that these two do not cancel each other out in 
this special case — the tank gains the benefits of both. 
However, if the Floor It action is performed by the 
driver, then the tank may only fire its Traverse 
weapon that round. 


Sub-Atomantic Reactor: When executing a Ram 
attack, or suffering critical damage, one additional 
damage die must be rolled, dropping the highest. 


SOLAR-PATTERN MALCADOR SPECIAL 


WEAPONS TANK 

Malcadors designated Special Weapons Tanks mount 
heavy flame weapons, and tow volatile fuel trailers 
behind them. The tank’s Inferno Gun projects 
hypergolic jelly out, which sticks to any surface. The 
tank is most often used clearing enemies out of 
entrenched positions, and clearing mines out of 
contested lands. If a Malcador SWT is deployed, it is 
expected to lead the charge against enemies in dense 
terrain. 


Type: Super-Heavy Ground Vehicle (Tracked) 
Tactical Speed: 10m 

Cruising Speed: 30 kph 

Maneuverability: -25 

Structural Integrity: 100 

Size: Immense / 8 

Armour: Front 35, Side 30, Rear 25 

Crew: Driver, Commander, 2 Gunners 
Carrying Capacity: None. 


Weapons 


One Driver-Operated Hull-Mounted Inferno Gun 
(60m, S/-/-, 3d10+5E, Pen 8, Mag 50, Rid - , Flame, 
Spray, Torrent (30), Ignores Cover) 


Torrent (30): Instead of using the firing weapon as a 
point of origin, select a point within 30m as the shot’s 
origin. Resolve the spray’s normal 30° cone from that 
point, with the caveat that the cone must extend 
further than the point of origin — no looping sprays 
backwards! 


Two Gunner-Operated Sponson-Mounted weapons 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rld 4 Full, Reliable) 

Autocannon (300m, S/3/-, 3d10+8I1, Pen 6, Mag 20, 
Rid 2 Full, Reliable) 

Heavy Flamer (30m, S/-/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 


One Commander-Operated Pintle Weapon 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 

Heavy Flamer (30m, S/-/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Special Rules 
Ground Vehicle 
Reinforced Hull 
Super-Heavy 
Explorator Adaptions 
Smoke Launchers 
Searchlight 


Highly Flammable: When generating a critical 
result from damage or Righteous Fury, add 2 to the 
result. 
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VALDOR TANK HUNTER 

A Tank Destroyer based off the Malcador Chassis 
and granted to the Solar Auxilia on a trial and testing 
basis, the Valdor’s purpose was to engage enemy 
vehicles and vehicle analogues. It mounts a Neutron 
Laser, a rediscovered relic of the Dark Age of 
Technology, capable of damaging and disabling 
enemy tanks, at the cost of devastating feedback. 


I should also mention the Valdor has only one 
sponson, on the right side. This, to me, is hilarious. 


Type: Super-Heavy Ground Vehicle (Tracked) 
Tactical Speed: 10m 

Cruising Speed: 30 kph 

Maneuverability: -25 

Structural Integrity: 100 

Size: Immense / 8 

Armour: Front 35, Side 30, Rear 25 

Crew: Driver, Commander, Gunner 

Carrying Capacity: None. 


Weapons 

One Driver-Operated Hull-Mounted Neutron Beam 
Laser Projector (200m, S/2/-, 4d10+20E, Pen 15, 
Concussive (0), Shock Pulse) 


The Valdor’s Neutron Beam Laser Projector draws 
energy from the vehicle’s reactor, and thus does not 
worry about ammunition or reloading. 


One Gunner-Operated Sponson-Mounted weapon 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rld 4 Full, Reliable) 

Autocannon (300m, S/3/-, 3d10+8I, Pen 6, Mag 20, 
Rid 2 Full, Reliable) 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 


One Commander-Operated Pintle Weapon 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 

Heavy Flamer (30m, S/-/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Shock Pulse: If enemy vehicle suffers damage from 
this weapon, enemy Ballistic Skill is reduced to 10, 
ignoring bonuses to Ballistic Skill tests, and the 
enemy may not fire weapons with the Blast quality, 
until the end of their next round. 


Special Rules 
Ground Vehicle 
Reinforced Hull 
Super-Heavy 
Explorator Adaptions 
Smoke Launchers 
Searchlight 


Dangerous Reactor Core: When generating a 
critical result from damage or Righteous Fury, add 4 
to the result, and the enemy may reroll results of 1. 


SOLAR-PATTERN ARTILLERY TANK 

A modular design based off the Leman Russ Mars- 
Pattern Alpha Chassis, Solar Pattern Artillery tanks 
are recognizable as Basilisks, Medusas, and 
Bombards, but utilize heavier hulls that are sealed 
against hostile conditions, useful for exploring the 
surface of alien worlds. 


Type: Ground Vehicle (Tracked) 
Tactical Speed: 12m 

Cruising Speed: 50 kph 
Maneuverability: -5 

Structural Integrity: 45 

Size: Massive/7 

Armour: Front 35, Side 30, Rear 25 
Crew: Driver, Commander, Gunner 
Carrying Capacity: None. 


Weapons 


One Commander-Operated Hull-Mounted Weapon 
Earthshaker Cannon (3500m, S/-/-, 4d10+10X, Pen 8, 
Mag 1, Rld Full, Blast (20), Concussive (3), Indirect 
(5)) 

Medusa Cannon (1050m, S/-/-, 3d10+30X, Pen 12, 
Mag 1, Rld Full, Blast (10), Indirect (3)) 
Mars-Colossus Bombard (2100m, S/-/-, 3d10+8X, 
Pen 8, Mag 1, Rid 2 Full, Blast (30), Concussive (2), 
Indirect (4), Causes Pinning) 


One Gunner-Operated Pintle Weapon 
Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
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Rid 4 Full, Reliable) 

Heavy Flamer (30m, S/-/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Heavy Bolter (150m, -/-/6, 1d10+8X, Pen 5, Mag 60, 
Rid Full, Tearing) 


The Indirect quality can be removed from or re-added 
to any weapon in the list that already has Indirect if 
the crew spends a Full Action. For example, this can 
be performed for the Earthshaker Cannon or Medusa 
Cannon, but not pintle-mounted weapons. 


SATURNYNE PATTERN AUROX ARMORED 


TRANSPORT 

Authorized by the Fabricator General Kelbor Hal as 
the Great Crusade expanded, the Aurox is designed to 
be mass manufactured, reproducible, and easily 
serviced, just like the Rhino. It possesses a modular 
design, allowing it to function with alternative 
loadouts. The Aurox fills a hole in Solar Auxilia 
battle doctrine, acting as a transport for small elite or 
command squads, and is just as environmentally 
resilient as any other Solar Auxilia vehicle. 


Type: Ground Vehicle (Tracked) 

Tactical Speed: 15m 

Cruising Speed: 70 kph 

Maneuverability: +0 

Structural Integrity: 25 

Size: Enormous / 6 

Armour: Front 25, Side 25, Rear 20 

Crew: Driver, Gunner 

Carrying Capacity: 10 Auxilia and wargear. The 
Aurox is incapable of transporting objects or entities 
of size Hulking / 5 or larger. 


Weapons 


One Gunner-Operated Pintle-Mounted Weapon 
Heavy Stubber (100m, -/-/8, 1d10+4I, Pen 3, Mag 
160, Rid 2 Full) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rld 4 Full, Reliable) * 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 


Up to two Auxilia can fire additional weapons out of 
the Aurox's top hatch (Comrades are Auxilia too!). 


Special Rules 
Ground Vehicle 
Rugged 


Reinforced Hull 
Explorator Adaptions* 


*If the Mechanized Infantry Regiment Type is 
selected for an Imperialis Militia / Astra Militarum 
regiment, the Aurox may be selected, as in 30k the 
Chimera does not exist yet, and in 40k the Aurox is a 
relic. However, the Imperialis Militia / Astra 
Militarum Aurox does not have the Explorator 
Adaptions Special Rule, nor the option to take a 
multilaser sponson. 


SATURNYNE PATTERN CARNODON 


ARMORED TRANSPORT 

An armored vehicle based on the Aurox chassis, the 
Carnodon was the lynchpin of multiple victories of 
the Great Crusade, acting as a testbed for numerous 
weapons, until the tank was replaced by newer 
discoveries, such as the Leman Russ Battle Tank. 
Many were put in reserve, and brought out in dire 
cases — the sands of Tallarn are said to hide 
thousands of Carnodons beneath the dunes. 
Carnodons that have survived the ten thousand years 
remain venerated relics, even though their 
capabilities are below those of “modern” tanks. 


Type: Ground Vehicle (Tracked) 
Tactical Speed: 15m 

Cruising Speed: 50 kph 
Maneuverability: +0 

Structural Integrity: 35 

Size: Enormous / 6 

Armour: Front 30, Side 30, Rear 20 
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Crew: Driver, Commander, 3 Gunners 
Carrying Capacity: None. 


Weapons 


One Commander-Operated Turret-Mounted Weapon 
Twin-Linked Multilaser (150m, -/-/5, 2d10+10E, Pen 
2, Mag 200, Rid 4 Full, Reliable, Twin-Linked) 
Volkite Culverin (280m, S/2/4, 2d10+9E, Pen 4, Mag 
40, Rld 5 Full, Deflagrate) 

Twin-Linked Autocannon (300m, S/3/-, 3d10+8I, 
Pen 6, Mag 20, Rld 2 Full, Reliable, Twin-Linked) 
Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 6, Rld 2 Full, Proven (3), Twin-Linked) 


One Gunner-Operated Pintle-Mounted Weapon 
Heavy Stubber (100m, -/-/8, 1d10+4I, Pen 3, Mag 
160, Rld 2 Full) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 


Two Gunner-Operated Sponson-Mounted Weapons 
Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Heavy Bolter (150m, -/-/6, 1d10+12X, Pen 5, Mag 
60, Rid Full, Tearing) 

Volkite Caliver (165m, S/2/3, 2d10+6E, Pen 4, Mag 
30, 4 Full, Deflagrate) 

Autocannon (300m, S/3/-, 3d10+8I, Pen 6, Mag 20, 
Rid 2 Full, Reliable) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 


Special Rules 
Ground Vehicle 
Rugged 

Reinforced Hull 
Explorator Adaptions* 


*If the Armored Regiment Type is selected for an 
Imperialis Militia / Astra Militarum regiment, the 
Carnodon may be selected. However, the Imperialis 
Militia Carnodon does not have the Explorator 
Adaptions Special Rule, may not select pintle 
weapons other than the Heavy Stubber, may not 
select turret weapons other than the Autocannon, and 
may only select between Heavy Flamers, Heavy 
Bolters, and Autocannons. The Astra Militarum 
Carnodon retains its weapon choices, but does not 
have the Explorator Adaptions Special Rule. 


TERRAX PATTERN TERMITE ASSAULT 


DRILL 

Now here’s a real blast from the past. Straight from 
the 1980’s comes the Termite, a subterranean digging 
vehicle capable of transporting troops. Designed on 
Terra to remove burrowing xenos species, the 
Termite travels swiftly underground, bypassing 
surface defenses, and disgorges troops into enemy 
weak points. The Termite is used across the Excertus 
Imperialis, though different branches tend to use 
different loadouts. 


Type: Ground Vehicle (Tracked) 
Tactical Speed: 5m (Above Ground), 15m 


(Underground) 

Cruising Speed: 20kph (Above Ground), 70 kph 
(Underground) 

Maneuverability: -30 (Above Ground), +0 
(Underground) 


Structural Integrity: 30 

Size: Enormous / 6 

Armour: Front 30, Side 30, Rear 20 

Crew: Driver, 2 Gunners 

Carrying Capacity: 12 Auxilia and wargear. The 
Termite is incapable of transporting objects or 
entities of size Hulking / 5 or larger. 


Weapons 


Two Gunner-Operated Sponson Weapons 

Heavy Flamer (30m, S/—/—, 1d10+5E, Pen 4, Mag 20, 
2 Full, Flame, Spray) 

Twin-Linked Volkite Charger (55m, S/2/-, 2d10+3E, 
Pen 4, Mag 40, 6 Full, Deflagrate, Twin-Linked) * 


Special Rules 
Ground Vehicle 
Ponderous (Above Ground) 
Reinforced Hull 
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Subterranean Assault: The first round of combat 
that a Termite breaches the surface, and troops begin 
to disembark, is considered a Surprise round. 


Terrestrial Disregard: When a Termite breaches the 
surface for the first time in combat, the closest 
vehicle within 5m of the breaching point 
automatically suffers a single hit, inflicting 
3d10+30E damage with a Pen of 0 against the 
vehicle’s Side armor. Infantry within 15m of the 
breaching point instead automatically suffer 2d5 hits, 
each inflicting 2d10+8I damage with a Pen of 6. Each 
hit is allocated by the driver of the Termite to a 
different target, and no target may take more than a 
single hit from the attack. At the conclusion of the 
breach, all terrain within 15m of the breaching point 
is considered Difficult Terrain. 


Melta Cutters: The Termite treats all Difficult 
Terrain as open ground and ignores the effects of 
surface Weather and Unnatural Conditions. In 
addition, when executing a Ram action, the action 
inflicts an additional 2d10 damage, and is resolved at 
Pen 24. 


* If the Mechanized Infantry Regiment Type is 
selected for an Imperialis Militia regiment, the 
Termite may be selected, as the Chimera does not 
exist yet. However, the Imperialis Militia Termite 
does not have the option to take Volkite Charger 
sponsons. 
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LIGHTNING PRIMARIS STRIKE FIGHTER 
Created on the world of Voss as a customizable aerial 
strike platform, the Lightning Primaris saw use in 
many Soalr Auxilia tercios for its ability to mount a 
weapon for any situation. It required either servitor 
control, or the greatest, most experienced pilots 
possible, limiting its use in Excertus forces. Rumors 
of a lesser pattern that addressed this would spread, 
but not be seen until the Scouring. 


Type: Flyer 
Tactical Speed: 30 AU / 35m 


Cruising Speed: 2,750 kph 
Maneuverability: +30 

Structural Integrity: 25 

Size: Enormous / 6 

Armour: Front 25, Side 25, Rear 20 
Crew: Pilot 

Carrying Capacity: None. 


Weapons 

One Pilot-Operated Twin-Linked Lascannon (300m, 
S/-/-, 5d10+10E, Pen 30, Mag 6, Rld 2 Full, Proven 
(3), Twin-Linked) 


Three Pilot-operated Hardpoint Slots selected from 
the following list. A weapon from the list can be 
selected more than once. 


Twin-Linked Autocannon (300m, S/3/-, 3d10+8I, 
Pen 6, Mag 20, Rld 2 Full, Reliable, Twin-Linked) 
Twin-Linked Multilaser (150m, -/-/5, 2d10+10E, Pen 
2, Mag 100, Rid 2 Full, Reliable, Twin-Linked) 
Twin-Linked Missile Launcher (300, S/-/-) with Fire 
Selector and 10 missiles selected from the list below. 
- Frag - 2d10X Pen 4 Blast (5) Devastating (1) 

- Krak - 3d10+10X Pen 8 Blast (1) 

- Rad - 1d10+10E Pen 8 Blast (4), Fleshbane, Rad- 
Phage 

Two Sunfury Heavy Missiles (300m, S/-/-, 2d10+9E, 
Pen 8, Blast (10)) 

Two Kraken Penetrator Missiles (300m, S/-/-, 
3d10+10X, Pen 20, Armorbane) 

One Phosphex Bomb Cluster (200m, S/-/-, 2d10+5E, 
Pen 12, Crawling Fire, Lingering Death, Blast (5)) 
Two Electromagnetic Storm Charges (200m, S/-/-, 
1d10+3E, Pen 6, Blast (10), Haywire, Electrostorm) 


Armorbane: Against Vehicles, Structures, and 
enemies with the Daemon Engine trait, the weapon's 
Penetration is doubled. 


Electrostorm: Rolls on the Haywire table are 
increased by 2 before applying the result. For 
example, a roll of 6 on the table is modified to 8 on 
the Haywire table. 


Special Rules 
Flyer 
Reinforced Hull 
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THUNDERBOLT HEAVY FIGHTER 

A workhorse fightercraft, the Thunderbolt is a rugged 
and reliable design, possessing a versatility of 
armaments to take on all comers. It dominates the 
skies above Solar Auxilia ground Tercios, acting as 
an Air Superiority fighter, while supporting ground 
operations as needed. Its sheer resilience ensures its 
survival in the most hectic of battlefield conditions, 
and many pilots trust on the hull to bring them back 
safely. 


Type: Flyer 

Tactical Speed: 25 AU / 30m 
Cruising Speed: 2,200 kph 
Maneuverability: +25 

Structural Integrity: 35 

Size: Enormous / 6 

Armour: Front 25, Side 25, Rear 20 
Crew: Pilot 

Carrying Capacity: None. 


Weapons 

One Pilot-Operated Twin-Linked Lascannon (300m, 
S/-/-, 5d10+10E, Pen 30, Mag 6, Rld 2 Full, Proven 
(3), Twin-Linked) 

Two Pilot-Operated Twin-Linked Autocannon 
(300m, S/3/-, 3d10+8I, Pen 6, Mag 200, Rid 2 Full, 
Reliable, Twin-Linked) 


Four of the following Missile weapons 


Sunfury Heavy Missiles (300m, S/-/-, 2d10+9E, Pen 
8, Blast (10)) 

Kinetic Piercer Missiles (300m, S/-/-, 2d10+9X Pen 
12, Armorbane, Heat Seeker) 

Hellstrike Missiles (1000m, S/-/-. 4d10+6X, Pen 10, 
Blast (1)) 


Heat Seeker: Enemy Flyers, Spacecraft, or enemies 
with the Fly special rule may not perform Jink or 
Dodge tests against this weapon. 


Special Rules 
Flyer 

Rugged 
Reinforced Hull 


Combat Interdiction: When attacked by an enemy 
Flyer, Spacecraft, or enemy with a Fly speed, the 
pilot may fire one of the Thunderbolt’s weapons as a 
Reaction against the enemy, using the highest firing 
mode the weapon possesses, at a -20 penalty. Note 
that this can potentially kill the enemy before their 
attack can resolve. 


Simulacra Repair: When this vehicle suffers 
damage from a hit that does not generate Righteous 
Fury, roll 1d10. On a 9+, that hit is ignored. 


ARVUS LIGHTER ORBITAL SHUTTLE 

The Arvus Lighter is a utility shuttle, normally used 
for transferring supplies, or small squads to ground 
engagements. While not expected to engage the 
enemy, the Arvus Lighter can be equipped with 
weapons to support a dropsite, and is used mainly to 
deploy smaller specialist squads with specific 
objectives in mind. 


Type: Spacecraft 

Tactical Speed: 10 AU / 20m 

Cruising Speed: 1,600 kph 
Maneuverability: -15 

Structural Integrity: 30 

Size: Enormous / 6 

Armour: Front 25, Side 25, Rear 20 

Crew: Pilot 

Carrying Capacity: 12 Auxilia and wargear. 


Weapons 
One Pilot-Operated Weapon from the following list. 
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Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rld 4 Full, Reliable) 

Autocannon (300m, S/3/-, 3d10+8I, Pen 6, Mag 20, 
Rld 2 Full, Reliable) 

Lascannon (300m, S/-/-, 5d10+10E, Pen 10, Mag 6, 
Rld 2 Full, Proven (3)) 

Twin-Linked Multilaser (150m, -/-/5, 2d10+10E, Pen 
2, Mag 200, Rid 4 Full, Reliable, Twin-Linked) 
Twin-Linked Autocannon (300m, S/3/-, 3d10+8I, 
Pen 6, Mag 20, Rld 2 Full, Reliable, Twin-Linked) 
Twin-Linked Lascannon (300m, S/-/-, 5d10+10E, 
Pen 10, Mag 6, Rld 2 Full, Proven (3), Twin-Linked) 
Two Hellstrike Missiles (1000m, S/-/-. 4d10+6X, Pen 
10, Blast (1)) 


Special Rules 
Spacecraft 
Rugged 


SHARK ASSAULT BOAT 

The main transport for large Tercios of Solar Auxilia, 
the Shark Assault Boat is fast, armored, and able to 
deliver its cargo safely to surface engagements or 
enemy vessels. The Shark’s engines are capable of 
overtaking even some strike craft, but its 
maneuverability while doing so leaves something to 
be desired. 


Type: Spacecraft 

Tactical Speed: 18 AU / 28m 

Cruising Speed: 2,400 kph 
Maneuverability: -10 

Structural Integrity: 50 

Size: Titanic / 10 

Armour: Front 45, Side 45, Rear 30 

Crew: Pilot, Copilot 

Carrying Capacity: 50 Auxilia and wargear. 


Weapons 

Pilot-Operated Hull-Mounted Twin-linked 
Lasbreacher (220m, S/-/-, 3d10+10E, Pen 15, Mag 
10, Rid -, Inaccurate, Twin-Linked) 


Copilot-Operated Turret-Mounted AP Autocannon 
(300m, S/3/-, 3d10+8I, Pen 8, Mag 20, Rid 2 Full, 
Reliable) 


Special Rules 
Spacecraft 
Rugged 
Reinforced Hull 


Breaching Vehicle: The Pilot must make a 
Challenging (+0) Operate (Aeronautica) test to affix 
the Shark to the side of a spacecraft, It then takes 4 
full rounds, or 20 seconds, to burn through the hull. 


STORMSWORD SUPER-HEAVY TANK 

An STC pattern that many of the Mechanicum 
disagree upon, the Stormsword is most often seen as 
a field modification by pragmatic Enginseers to 
create a tank peerless for close urban assualt roles. Its 
weapon is able to bring down heavy structures and 
scour defenders from cover. The fact that some 
Stormswords are INTENTIONALLY converted, 
even from undamaged hulls, is the source of a major 
doctrinal schism . 


Type: Super-Heavy Ground Vehicle 
Tactical Speed: 8m 

Cruising Speed: 25 kph 
Maneuverability: -30 

Structural Integrity: 120 

Size: Monumental 

Armour: Front 48, Side 40, Rear 30 
Crew: Driver, Commander, 4 Gunners 
Carrying Capacity: None. 


Weapons 

One Driver-Operated Hull-Mounted Stormsword 
Siege Cannon (250m, S/-/-, 3d10+30X, Pen 15, Mag 
15, Rid 3 Full, Blast (20), Ignores Cover) 


Up to four Gunner-Operated Sponsons, each 
containing a Lascannon (300m, S/-/-, 5d10+10E, Pen 
10, Mag 6, Rid 2 Full, Proven (3)) and Twin-Linked 
Heavy Bolter (150m, -/-/6, 1d10+12X, Pen 5, Mag 
60, Rid Full, Tearing, Twin-Linked) 
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One Commander-Operated Pintle Weapon from the 
following list. 

Twin-Linked Bolter (90m, S/3/-, 1d10+9X, Pen 4, 
Mag 24, Rid Full, Tearing, Twin-Linked) 
Combi-Weapon (90m, S/3/-, 1d10+9X, Pen 4, Mag 
24, Rid Full, Tearing, Single-shot combi-component 
dependent on weapon selected — Volkite Charger, 
Meltagun, Plasma Gun, Boltgun) 

Heavy Bolter (150m, -/-/6, 1d10+12X, Pen 5, Mag 
60, Rid Full, Tearing) 

Heavy Flamer (30m, S/-/-, 1d10+12E, Pen 6, Mag 10, 
Rid 2 Full, Flame, Spray) 

Multi-Melta (60m, S/-/-, 2d10+16E, Pen 12, Mag 12, 
Rid 2 Full, Melta, Blast (1)) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 


Special Rules 
Ground Vehicle 
Explorator Adaptions 
Damage Control 
Super-Heavy 
Command and Control 
Reinforced Hull 
Searchlight 

Smoke Launchers 


STORMBLADE SUPER-HEAVY TANK 

As some Forge Worlds lacked the necessary STC 
imprints to construct Shadowsword superheavy 
tanks, they improvised, sticking a big Plasma 
Blastgun there. First created on Ryza, that forge 
world passed the info along in return for oaths of 
fealty and beneficial compacts, kind of how like 
everyone cheats at University. 


Type: Super-Heavy Ground Vehicle 
Tactical Speed: 8m 

Cruising Speed: 25 kph 
Maneuverability: -30 

Structural Integrity: 120 

Size: Monumental 


Armour: Front 48, Side 40, Rear 30 
Crew: Driver, Commander, 4 Gunners 
Carrying Capacity: None. 


Weapons 

One Driver-Operated Hull-Mounted Plasma Blastgun 
-Rapid Fire (600m, S/2/-, 2d10+20E, Pen 8, Mag - , 
Rid - , Blast (12)) 

-Maximal (800m, S/-/-, 3d10+26E, Pen 10, Mag - , 
Rid - , Blast (16)) 


Up to four Gunner-Operated Sponsons, each 
containing a Lascannon (300m, S/-/-, 5d10+10E, Pen 
10, Mag 6, Rid 2 Full, Proven (3)) and Twin-Linked 
Heavy Bolter (150m, -/-/6, 1d10+12X, Pen 5, Mag 
60, Rid Full, Tearing, Twin-Linked) 


One Commander-Operated Pintle Weapon from the 
following list. 

Twin-Linked Bolter (90m, S/3/-, 1d10+9X, Pen 4, 
Mag 24, Rid Full, Tearing, Twin-Linked) 
Combi-Weapon (90m, S/3/-, 1d10+9X, Pen 4, Mag 
24, Rid Full, Tearing, Single-shot combi-component 
dependent on weapon selected — Volkite Charger, 
Meltagun, Plasma Gun, Boltgun) 

Heavy Bolter (150m, -/-/6, 1d10+12X, Pen 5, Mag 
60, Rid Full, Tearing) 

Heavy Flamer (30m, S/-/-, 1d10+12E, Pen 6, Mag 10, 
Rid 2 Full, Flame, Spray) 

Multi-Melta (60m, S/-/-, 2d10+16E, Pen 12, Mag 12, 
Rid 2 Full, Melta, Blast (1)) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 


Special Rules 
Ground Vehicle 
Explorator Adaptions 
Damage Control 
Super-Heavy 
Command and Control 
Reinforced Hull 
Searchlight 

Smoke Launchers 


STORMHAMMER SUPER-HEAVY TANK 
Not a superheavy tank as much as it is the vaunted 
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Land Battleship hinted at throughout this chapter, the 
Stormhammer is the Superheavy of choice for the 
Solar Auxilia. It possesses a wide array of turret and 
sponson weapons, treading the surface of 
inhospitable worlds to bring the light of Compliance, 
and is equally competent at holding ground and 
acting as a command focus point. 


Type: Super-Heavy Ground Vehicle 

Tactical Speed: 8m 

Cruising Speed: 25 kph 

Maneuverability: -30 

Structural Integrity: 120 

Size: Monumental 

Armour: Front 48, Side 40, Rear 30 

Crew: Driver, Commander, Sub-Commander, 3 
Gunners 

Carrying Capacity: None. 


Weapons 

One Driver-Operated Hull-Mounted Lascannon 
(300m, S/-/-, 5d10+10E, Pen 10, Mag 6, Rid 2 Full, 
Proven (3) 


One Commander-Operated Turret-Mounted 
Stormhammer Cannon (750m, S/-/-, 5d10+10X, Pen 
12, Mag 12, Rld 3 Full, Blast (15), Concussive (3), 
Tearing) with Co-Axial Multilaser (150m, -/-/5, 
2d10+10E, Pen 2, Mag 200, Rid 4 Full, Reliable, 
Coaxial) 


Coaxial: The Coaxial Weapon and Turret weapon 
are fired as part of the same action. If the Coaxial 
Weapon is fired first, and scores at least one hit, then 
the Turret-mounted weapon may reroll failed 
Ballistic Skill tests for that round. 


One Sub Commander-Operated Hull-Mounted Dual 
Battle Cannon (750m, S/2/-, 3d10+10X, Pen 8, Mag 
24, Rid 3 Full, Blast (10), Concussive (3), Reliable, 

Twin-Linked) 


Two Gunner-Operated Multi-Sponsons, each 
containing three Multilasers (150m, -/-/5, 2d10+10E, 
Pen 2, Mag 200, Rid 4 Full, Reliable, Multi-Sponson, 
Leper’s Blessing) 


Multi-Sponson: The three Multilasers of the 
Stormhammer’s Sponsons are fired as part of the 
same actions, at different targets if the gunner so 
wishes. Each Multilaser requires a separate Ballistic 
Skill test to use. 


Leper’s Blessing: By loudly intoning the name of, 
and requesting the blessings of, a certain black Irish 
leper, all Ballistic Skill tests to fire the sponson 
multilasers gain a +5 bonus. The personal shame of 
what you just had to do should be more than an 
acceptable downside. 


One Gunner-Operated Pintle Weapon from the 
following list. 

Heavy Flamer (30m, S/-/-, 1d10+12E, Pen 6, Mag 10, 
Rid 2 Full, Flame, Spray) 

Multilaser (150m, -/-/5, 2d10+10E, Pen 2, Mag 200, 
Rid 4 Full, Reliable) 


Special Rules 

Ground Vehicle 

Explorator Adaptions 

Damage Control 

Super-Heavy 

Improved Command and Control 
Reinforced Hull 

Searchlight 

Smoke Launchers 
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VEHICLE WARGEAR 


The Solar Auxilia, benefitting from a close 
relationship to the Mechanicum and even some 
Legions, could call upon arcane and esoteric wargear 


to improve their vehicles. 


Some Vehicle Wargear options are restricted from, or 
restricted to, certain vehicles. These will be listed in 


their unit entries. 


Name 
Armored Ceramite 
Auxiliary Drive 
Blessed Autosimulacra 
Dozer Blade 
Explorator Adaptions 
Flare Shield 
Searchlight 
Smoke Launcher 
Ground-Tracking Auguries 
Ramjet Diffraction Grid 
Armored Cockpit 
Flare / Chaff Launcher 
Siege Armor 
Chem Munitions 
Cyclops Incineration Charge 
Cyclops Atomantic Imploder 
Superheavy Targeters 
ARMORED CERAMITE 
Type: Standard 
Used for: Any 
Install/Repair Difficulty: -10 


Availability 
Very Rare 
Rare 
Near Unique 
Common 
Very Rare 
Near Unique 
Abundant 
Common 
Extremely Rare 
Near Unique 
Rare 
Extremely Rare 
Average 
Rare 
Scarce 
Unique 
Extremely Rare 


Additional layers of ceramite blunt the penetrative 
force of Melta weaponry. Melta Weapons do not 
benefit from the Melta Quality. If a Melta Weapon 
doesn’t have the Melta rule (such as weapons ported 
over from DH1 and RT that a GM cruelly decides to 
not retrofit), its Penetration is set to 0. 


AUXILIARY DRIVE 

Type: Standard 

Used for: Any 
Install/Repair Difficulty: +0 


Additional drive motors make on the fly engine 
repairs somewhat easier. Tech Use tests to repair this 
vehicle gain a +20 bonus. When attempting to 
specifically restore a Drive Damaged result, the Tech 
Use test is considered two steps easier. 


BLESSED AUTOSIMULACRA 

Type: Standard 

Used for: Any 

Install/Repair Difficulty: -30 

Thanks to the mysteries of the Omnissiah, the vehicle 
is capable of limited self-repair. At the end of the 
driver’s turn, roll a 1d10. On a 9+, the vehicle 
recovers a number of lost structural integrity equal to 
the character’s unmodified Intelligence bonus. 


DOZER BLADE 

Type: Standard 

Used for: Non-Walker, non-Subterranean Ground 
Vehicles 

Install/Repair Difficulty: -10 

A heavy slab of metal helps clear the way for the 
tank. A Dozer Blade grants +4 Armour to a vehicle’s 
front arc. Additionally a Dozer blade allows the 
vehicle to treat terrain with heavy rubble and other 
detritus as open ground as long as it moves no faster 
than its Tactical Speed each Turn. 


EXPLORATOR ADAPTIONS 

Type: Integral 

Used for: Any 

Install/Repair Difficulty: -30 

By hermetically sealing the vehicle, it can operate in 
a wide variety of battlefield and exotic conditions. 
The vehicle has a PR20 defensive “field” against 
weapons with the Blast, Spray, or Flame Quality. 
This field, being a representation of sealed spaces, 
does not overload. The vehicle is capable of 
operating in the void or lack of atmosphere, 
containing 6 hours of air. The crew and passengers 
are protected from toxic gas or other environmental 
effects. The vehicle treats all terrain as open terrain. 
However, the vehicle is incapable of mounting 
sponsons unless it is a Superheavy vehicle. 


FLARE SHIELD 

Type: Standard 

Used for: Any Ground Vehicle, Arvus Lighter 
Install/Repair Difficulty: -40 

Rather than a pure protective field, the Flare Shield 
helps to dissipate attacks and weaken them before 
they strike. Enemy ranged attacks against the 
vehicle’s Front facing roll one less damage die for 
damage. Enemy ranged attacks with the Blast or 
Spray rule are reduced by a further damage die. A 
Flare Shield has no effect on attacks made in melee, 
point blank explosives such as melta bombs, Haywire 
attacks, or extremely powerful Destroyer weapons. 
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SEARCHLIGHT 

Type: Standard 

Used for: Any 

Install/Repair Difficulty: +30 

Some Auxilia are afraid of the dark. And that’s okay 
— there may be Night Lords there, after all. Feel safe 
and secure with the Searchlight, allowing anyone in 
the vehicle to make a +0 Perception test as a Half 
Action to negate darkness-related attack penalties 
against the target and the equipped vehicle. Now your 
allies can see what they can kill! 


SMOKE LAUNCHER 

Type: Standard 

Used for: Ground Vehicles 

Install/Repair Difficulty: +10 

Sometimes, a vehicle needs to hide, and create its 
own cover. The commander/driver may take a Half 
Action or Reaction to create a cloud of smoke in a 
15-metre radius around the vehicle, granting it the 
Fog, Mist, or Shadow Combat Condition. A Smoke 
Launcher is a single-use wargear. 


GROUND-TRACKING AUGURIES 

Type: Standard 

Used for: Any Flyer 

Install/Repair Difficulty: -20 

The vehicle has been provided with rare tracking 
augurs that help aim weapons when executing 
strafing runs. The vehicle suffers no penalty to 
Ballistic Skill tests from moving when firing at 
ground targets. 


RAMJET DIFFRACTION GRID 

Type: Standard 

Used for: Primaris Lightning Strike Fighter 
Install/Repair Difficulty: -40 

Similar to the Flare Shield, the waste heat and 
radiation from the vehicle’s exhaust is converted into 
a defensive plasma field in the vehicle’s wake. 
Enemy ranged attacks against the vehicle’s Side and 
Rear facings roll one less damage die for damage, but 
the vehicle glows like a damn Sanguinala tree, and 
may never conceal itself in darkness. 


ARMORED COCKPIT 

Type: Standard 

Used for: Any Flyer 

Install/Repair Difficulty: -20 

Armored Cockpits blunt the effects of anti-aircraft 
fire against the pilots within. The pilot may reroll 


failed Toughness tests to avoid becoming Stunned 
from critical hit results. 


FLARE / CHAFF LAUNCHER 

Type: Standard 

Used for: Any Flyer 

Install/Repair Difficulty: -30 

Flares help to distort the tracking augurs of incoming 
missiles, leading them astray. As a Reaction, the pilot 
may drop flares / chaff, granting him a PR50 
defensive field against Missile weapons that does not 
overload under normal conditions. This shield lasts 
until the start of his next turn. A Flare / Chaff 
Launcher is one-use only, but is re-armed upon 
returning to an airfield or supply depot. 


SIEGE ARMOR 

Type: Standard 

Used for: Malcador Heavy Tank 

Install/Repair Difficulty: -10 

Siege Armor allows the Malcador added survivability 
in linebreaker roles, but many Auxilia lament the loss 
of the Malcador’s speed as a result. Siege Armor 
increases the front armor of the Malcador Heavy 
Tank to 40, but it loses the Enhanced Motive System 
special rule. 


CHEM MUNITIONS 

Type: Standard 

Used for: Malcador Special Weapons Tank 
Install/Repair Difficulty: +0 

Chem Munitions turns the Malcador’s inferno gun 
into a toxic stream that melts almost anything. The 
Malcador’s Inferno Gun’s profile is replaced with the 
following. 


One Driver-Operated Hull-Mounted Chem Inferno 
Gun (60m, S/-/-, 1d10+5E, Pen 12, Mag 50, Rld - , 
Toxic (4), Corrosive, Spray, Pinning, Armorbane, 
Torrent (30), Ignores Cover) 


Torrent (30): Instead of using the firing weapon as a 
point of origin, select a point within 30m as the shot’s 
origin. Resolve the spray’s normal 30° cone from that 
point, with the caveat that the cone must extend 
further than the point of origin — no looping sprays 
backwards! 
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CYCLOPS INCINERATION CHARGE 

Type: Integral 

Used for: Cyclops Demolition Vehicle 
Install/Repair Difficulty: +0 

A Cyclops Demolition Vehicle equipped with an 
Incineration charge is used to burn out enemies 
hiding in cover, or collapse their bunkers down upon 
them in burning fury. The Cyclops Demolition 
Vehicle’s Demolition Charge is replaced with the 
following profile. 


Incineration Charge (S/-/-, 2d10+3E, Pen 6, Blast 
(2d10+10), Concussive (5), Flame, Ignores Cover) 


CYCLOPS ATOMANTIC IMPLODER 

Type: Integral 

Used for: Cyclops Demolition Vehicle 
Install/Repair Difficulty: -50 

Only the most trusted of Solar Auxilia are issued an 
Atomantic Imploder, a miniature atomantic reactor 
designed to overload and explode with the force of a 
Destroyer weapon. Sitting next to a miniature atomic 
can unnerve even the bravest Auxilia. The Cyclops 
Demolition Vehicle’s Demolition Charge is replaced 
with the following profile. 


Atomantic Imploder (S/-/-, 10d10+20E, Pen 20, Blast 
(5), Blind, Destroyer) 


Blind: Enemies within the impact radius of an 
Atomantic Imploder round must succeed at an 
Ordinary (+10) Agility test or suffer Blindness for a 
number of rounds equal to their Degrees of Failure on 
the test, if they survive, of course. 


Destroyer: If a target of Size (Hulking) or lower 
takes at least one wound or damage to Hull Integrity, 
it is instantly incinerated. 


SUPERHEAVY TARGETER 

Type: Integral 

Used for: Super-Heavy Vehicles of the Baneblade 
Chassis 

Install/Repair Difficulty: -20 

Superheavy Targeters are fitted to a tank’s sponsons 
to better assist the gunners in hitting targets. The 
crew of a superheavy tank gains +10 to Ballistic Skill 
tests to fire all weapons on the tank, but one pair of 
sponsons lose their lascannons. A Stormhammer, not 
having lascannons to lose, simply gains the bonus to 
Ballistic Skill tests, and loses nothing. 


LETS SHOW THE REBELS THAT 


HUMANITY WILL FIGHT! 


‘SOLAR AUXILIA COHORT 
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